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Tread not where you are unwanted. Or pay the ultimate price. If sheer numbers are not your 

opponents of unfathomable strength surely will be. 
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downfall, alien creatures and mysterious 

But, wise Jedi, the choice is yours. Enter at your own risk. 
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B n March 4th, Sony 
officially took over 
the next-generation console race. I'm 
not trying to dismiss Sega, but at the rate the 
PS2 is selling, it should surpass the number of 
Dreamcast's sold in Japan in just a few short months. 
Even in a worst-case scenario for Sony, PS2 
will beat Dreamcasts' numbers easily by 
the end of the year, like it or not. 

However, despite the console's 
amazing early success, the launch itself is 
receiving mixed reviews, 
great {albeit a little ro 


edges), and Street Fighter EX3 is fine, but the rest of 
the lineup... Well, at least there are some games in 
there that the Japanese might enjoy. This so-so soft¬ 
ware lineup has caused an uproar on the 'net, with 
every self-appointed PS2 "expert" trashing the system 
for its lack of breakthrough games, and the pop*in and 
slowdown glitches that snuck into RRVand SFEX3. 

These critics are seriously overacting. What 
they have to remember is that every console launch 
is rushed, and we always have to wait for the second 
wave of games to see what the system is truly capa¬ 
ble of. Besides, Ridge Racer V is awesome! Even 
with some minor pop-in, it's easily the best-looking 
racing game I've ever seen, and one of the best-play¬ 
ing, too. And while Street Fighter EX3 is no Tekken 
Tag when it comes to graphics, I've been having a 
blast playing that, too. Isn't that what counts — fun? 

As I write this, Dead or Alive 2 and Tekken Tag 
are just a couple weeks away. It looks like there will 
be plenty of top titles to keep my PS2 busy, so I'm 
not going to waste any time complaining.:-) 
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We were happy just to be in Japan and witness the 
madness, but make no mistake; we weren't about 
to leave without our own PS2s. As the week went 
on, we really started to worry about getting our 
units. I mean, there were already hundreds of peo¬ 
ple in line days before the system went on sale! 


m- 




PS2 kiosks with playable demos; were on 


A When I got my hands on five PS2s, you 
can bet I kept 'em close all the way home! 


hardcore gamers waited in line for P52. 
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idle take pride in having quality orig¬ 
inal artwork, to present our mag- ! 


azine at the highest possible level. 

This month we deviated from our 

normal comic book style. We wanted II 

H 

to really get across how good wrestling 
games are going to look on the PS2, 
something that we just couldn't get 
across in an illustration, So we hooked 
up with the developers of WCW 2000 
to create this awesome original image 
of Goldberg. Man, as super-huge 
rasslin' fans, we really can't wait to get 
our hands on this game! 
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(415) 468-4684 www.imaginemedia.com 


CEO -■ Chris Anderson 
Vice President/CFO j Tom Valentino 
Vice President/Circulation -> Holly Klingel 
General Counsel ' Charles Schug 
VP/Editorial Director - Matt Firme 
Publisher ■* Doug Faust 


IMAGINE ENTERTAINMENT DIVISION: 

President > Jonathan Simpson-Bint 
Publishing Director j MaryAnn Kearns 
Marketing Director » Ken Chang 
{PC Gainer, PSM, PC Accelerator, Games Insider, 
Next Generation, Games Business, Official 
Sega Dreamcast) 


President ' Michela Abrams 
IMAGINE COMPUTING DIVISION 

President - Cheryl England 




Imagine Media is aimed at people who have a passion, A 
passion for games. For business. For computers. Or for 
the Internet. These are passions we share. 

Our goal is to feed your passion with the greatest 
magazines, Web sites, and CD-ROMs imaginable. 

We love to innovate, we love to have fun, and we 
have a cast-iron rule always to deliver spectacuiar edi¬ 
torial value. That means doing whatever it takes to give 
you the information you need. With any luck, well even 
make you smile sometimes... Thanks for joining us. 
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Likes: All types of games 
Hobbies: Comics, hoops, J-Pop 

Coolest PS2 surprise? it 

smells so nice! There's nothing 


! i 


like that new console smell 
It smells like,., victory! (Sniff!) 
Whoa, stop spinning the room! 


EaT&FH-EN FROST 


Likes: Racing games & RPGs 
Hobbies: PiayStation2 

Coolest PS2 surprise? The 

fact that it can do my laundry am 
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Strategy Editor 

Likes: Racing, Simulations 
Hobbies: Models, DJing 

Coolest PS2 surprise? 

believe how great this thing 
sounds! i can’t wait to get 
■'some coo! new music games 

•m ^ 

running on this t*' 
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•Randy Nelsdn 

News Editor 

Likes: Shooters, Radno, Platform 
Hobbies: Pin Wrestling, Movies 

Coolest PS2 surprise? The 

moment that I discovered that the 
PS2, like myself, is a cold, calculat¬ 
ing machine that loves playing 
and looks Good in black. 
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Hobbies: Moving House, 

Coolest PS2 surprise? Has tu ue 

those cool blue and green lights on 
the front of the machine. Every 

the machine and see 
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tiiose little guys,! feel warm all over. 
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Two 


Editor 


Kina oi 
Hobbies: Videogames 

Coolest PS2 surprise? 

Sui |Qr?30Cjl ? How could i be sur 
prised ? 1 Ve had my PS2 for 
WEEKS! Hey, in Akihebara, :+ ‘ 
who you know, tomodachi! 



at he does: 

orrects grammatical 

w 

Corrects political mistakes 


■Bill 

Donohue 


by voting conservatively, 

Coolest PS2 surprise? 



when I round out the PS2 was bullet 


proof! I’m gonna get 20 of 'em and 
build a whole suit out of 'em. 

Bill's Quote of the Month: 
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Yeah, it s a bit heavy ai iu i 
a weird plastic noise, but at least I’m 
protected. NO! DON'T PLUG IT IN!" 





■Eugene 

jjhng 

Director 


chain collection. 

Coolest PS2 surprise? I g 

and set it next to my DVD 
next morning, my DVD pic 
trashed. Coincidence? No\ 
niav nvn moving exnressl 

The PSz wouid have it no 

Eug's Quote of the Month: 

Ikura desu ka? Hoivmuc! 
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GflKY LlEDi 

Graphic 
Designer 

What he does: 

Makes PSM mag 
look great and read 
even better. 


Coolest PS2 surprise? The first time 
my PS2 was talking to me, i was sur¬ 
prised. It even knew my name and 
how much money 1 had in my pocket. 
It is my new friend, even though it 
asks for all of my money now. 

Gary's Quote of the Month: 

"Here's more of my money, PS2. i like 
you, even though you sound like Bill..." 
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want independent, unbiased coverage, and put what we want on our cover, 
you want to know that what you're — 
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PSM is created by us and no one else. This is our promise to you, the hard-core 
Nobody has to approve our pages before PlayStation gamer, who deserves 
they're printed ana nobody, not anybody, nothing less. 
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Featuring: 

Original Duke Nukem™ game, 
only for the PlayStation® game console! 

14 unique missions, loaded with secrets! 



AutQ-targeting 
and "automatic" simple actions! 

Over 30 in-game cinematics. 
Unlockable “bloopers"! 

6 Ist-person 2-player multiplayer maps. 

3 split-screen modes! 

Rescue babes 
and terminate over 20 enemies! 

Features music by Static X 
(courtesy of Warner Bros. Records®)! 

Supports DUALSHOCK™ 
analog controller! 

INNOVATIVE EGO SYSTEM for Duke! 


Use Duke's Jetpack, Infrared Goggles, 
Gas Mask and Shades Operating System! 

Sniper Rifle, Flame Thrower, Pipe Bombs, 

and 15 other kick-ass weapons! 

One million babes. One Duke. 

Any questions? 
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A thousand years in garth's future: 

All males are dead. 
All females are enslaved by vicious aliens. 
Against all odds, the Unified Babe Resistance 
has formed, and right now they need a hero. 

eras only die man from Earth's past 
that's big enough for the job-Duke Nukem. 




































ONE MAN. 

ONE MISSION 
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Since we last previewed Spiderman two issues ago, VJ 
Activision has (eft us with a playable version of the \ 
game, From what we've seen so far, it looks like fans of 
our meek super-hero have something to shout about this 
time around. Your friendly neighborhood Spiderman is - 
hanging out on page 62! L 


Intense, deep space dogfighting isn’t something you’d normally associate 
with the Star Trek universe, but it nevertheless serves as the premise for the 
first PlayStation game based on the classic sci-fi series. And who better to 
boldly go where no one has gone before than the original creators of Colony 
Wars? Beam up to page 69 on the double! 


HBUO! 


HBLLO 


HBUO 


The original Wild I 
Arms centered 
around the struggles 
of a heroic trio against an 
impending doom. Now gamers 
are again met by the three adven-^ 
turers: Ashley Winchester, Riruka 
Eleniak, and Brad Evans. The land of , 
Filgaia is headed for an uncertain jj 
fate, and once again, it's up to 1 
Ashley, Riruka and Brad to save 
the world. You can join their 
heroic quest on page 72! 


One of the most overlooked RPG series to never 
make it across the Pacific has finally received its , 
due. Working Designs is currently working on a £ 
translation of all three of the Arc the Lad titles m 
in order to release the trio as a - 

complete package by year's end. hd 

RPG fans, the rejoicing begins 
on page 75! ijf 
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for the PS2 and the 
PlayStation, and 
we've aot all kinds of 
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ion news and up-to-the-minute 


► News. 

► Rumors. 

^ Q&A.. 

► Checkpoint! 


All the best dirt on tomorrow's hottest games 

► Arc The Lad Collection. . 

► Covert Ops: Nuclear Dawn. 

► Mr. Driller/Army Men: World War. 


Arc The Lad Collection... 

. pg. 73 

NHL Rock The Rink . 

. pg. 30 

Armored Core: MOA.... 

. pg. 28 

Rayman 2 .. 

. pg. 63 

Army Men: Sarge's Heroes pg. 30 

Runabout 2. 

- pg- 34 

Army Men; World War... 

. pg. 68 

Speedball 2100 ........ 

pg. 74 

Covert Ops: Nuclear Dawn pg. 66 

Spider-Man... 

pg. 62 

Crusaders Of M&M. 

. pg. 32 

Star Trek: Invasion. 

. pg. 69 

Front Mission 3. 

• pg- 37 

Street Sk8er 2 . 

. pg. 35 

Galerians. 

. pg. 33 

Strider 2. 

. pg. 71 

Gauntlet Legends. 

■ pg- 34 

Superbike 2000 . 

. pg. 28 

High Heat Baseball 2001. 

. pg. 63 

Syphon Filter 2. 

. pg. 29 

Mobil 1 Rally . 

■ P9- 32 

Wild Arms 2: 2nd ignition 

■ pg. 72 

Mr. Driller. 

. pg. 64 

X-Men: Mutant Academy 

. pg. 74 


► Rayman 2/Sammy Sosa's 

High Heat Baseball 2001.► pg. 63 — 

► Speedball 2100/X-Men: Mutant Academy.pg. 74 

► Spider-Man. ► pg. B2 — 

► Star Trek: Invasion... ...► pg. 69 -* 

► St rider 2. ► pg. 71 — 

► Wild Arms 2: Second Ignition.► pg. 72 — 
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Front Mission ill is a massive¬ 
ly huge game with 85 
stages! With this strategy, 
there is no way you can 
lose and you definitely 
won't miss a thing! So 
head on over to page 
88 right away! 
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Link-Up 
Fan Art. 
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for next month 



' NOW THAT I ' 
HAVE MY ?S2, YOU 
ALL WANT TO BE MY 
FRIEND/ YOU CAN 
CHECK IT OUT ON 
V PAOE 39/ 



/STZAPY... 5TEAPV... \ 
POW T JERK THE 
TRIQQER.., SQUEEZE IT 
SIOOOOWIY... MAN, IT'S 
TQUQH WINNING A TEDPY 
\bEAR THESE PAYS! S 


We've got the most detailed 
strategy on Syphon Filter 2 that you 
will ever see! We tried to pack as much 
of the important information in as we 
could, including maps and combat tips. You 
can start improving your aim over on page 78! 
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Edna? How’d you 
get this number? 
No! I can’t talk 
right now...we’re 
about to launch a 
major offensive! 


ARMY MEN 


UflrijM! 
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was on the 
electronics 

district on March 4 to brave the lines, buy the sys¬ 
tem, and put the 128-bit beast through its paces in 
a marathon gaming session. 

Instead of trying to cram our impressions into 


we ve 
massive 
page 40. 
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depth play tests 
sneak previews of new games on the way. It's defi 
nitely not to miss, so get going! 
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A Tony Haw's Pro Skater 2 will feature new locales to skate 
in, such as New York City and Rio de Janeiro. 


a Neversoft it also beefing up the game's skater roster. You'll 
even be able to create your own character from the ground up. 
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A Expect loads of new tricks, combos, and gameplay refine¬ 
ments, not to mention better graphics. Can it get any better? 


a The player select screen shows how much more in-depth this 
sequel will be — each skater has at least six new attributes. 



Tons of new features revealed! 



roving that there's still a lot to get excited about on the 
|j ; j current PlayStation in 2000, Activision has officially 

announced Tony Hawk's Pro Skater 2 for release this fail, Once 
again developed by Neversoft Entertainment, the game promis¬ 
es loads of additions and enhancements to last year's supreme 
skateboarding masterwork. 

In addition to refined physics and control, you can look for¬ 
ward to more tricks and combinations, new grinds, inverts, and 
grabs, plus lip and noliie tricks. Customization will also play a 
major role in this sequel, thanks to the inclusion of full skatepark 
and skater customization features. You'll be able to edit 
skateparks in real-time 3D and save them to memory card, plus 
modify your skater's appearance, trick sets, and clothing, or even 
create an entirely new one from scratch. 

Neversoft is also planning a competition mode that'll let you 
go up against seven opponents in a judged skate competition, 
and undisclosed enhancements are being made the first 
game's various two-player modes as well. Several mini-games 
are in the works too, and for you show-offs out there, so is a 
full replay feature. 

Expect more on this one next issue, folks. 
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1 . To Enter: No purchase necessary. Only cne entry per person, please. Anyone submitting more than one entry 
will be disqualified. To enter for your chance to be one of thirty six (36} winners in the PSM Die Hard Trilogy 1 
Sweepstakes: Complete the entry found in the May 2000 issues of PSM and mail to "Die Hard Trilogy 2 
Sweepstakes,"c/oFOX INTERACTIVE, PO Box 900, Beverly Hills, CA 90213-0900 .Or, 
send a 3 x 5 card with your name, address, city, state, zip code, daytime phone number and age and mail to: 
"Die Hard Trilogy 2 Sweepstakes," c/o FOX INTERACTIVE, PO Box 900, Beverly Hills, CA 
90213-0900. All mall entries must be received by June 1, 2000. Sponsors assume no responsibility for lost, 
late, damaged, misdirected, illegible, incomplete or postage-due mail. Photocopies, facsimiles and other repro¬ 
ductions will not be accepted. No facsimile or mechanically reproduced entries allowed. All entries become the 
property of the sponsor and will not be returned. 

2. Prizes: Grand Prize (i | Die Hard Trilogy II PlayStation Game, Die Hard Trilogy II Strategy Guide, Die Hard 
Trilogy DVDs, Die Hard Trilogy Videos, Cass of Whoop Ass, Jones Soda Jacket, Jones Soda T-Shirt, Jones Soda 
Beanie and a Namco GunCon: Approximate retail value: $300. First Prize (10) Die Hard Trilogy II PlayStation 
Game, Die Hard Trilogy li Strategy Guide, Die Hard Trilogy DVDs, Case of Whoop Ass, Jones Soda T-Shirt:, 
Approximate retail value: $150. Runners-up (25} Die Hard Trilogy I! PlcySfation Game and a Case of Whoop 
Ass:. Approximate retail value: $57. All prizes will be awarded. 


3. judging: All thirty six winners will be determined in a random drawing from oil eligible entries received on or 
about June 1,2000 by FOX INTERACTIVE, whose decisions will be final in oil matters related to this sweep- 
stakes. Judges reserve the exclusive right to interpret all conditions in regard to this promotion without claim for 
damage or recourse of any kind. By participating in the sweepstakes, entrants agree to be bound by the rules 
and the decisions of the judges that shall be final. Odds of winning depend on the total number of eligible entries 
received. All winners will be notified by moil. Grand prize ond First-place winners may be required to sign and 
return an affidavit of eligibility ond liability release within 21 days of notification. If the affidavit is not returned 
within the given time period properly executed, or is returned from the post office as undeliverable, on alternate 
winner will be chosen. If the Grand Prize and First place winners are under the oge of 18, a parent or legal 
guardian must also sign and provide their social security number on the Affidavit of Eligibility/Release of Liability 
& Publicity. Except where prohibited, acceptance of o prize constitutes winner's consent to use his/her name, like¬ 
ness and biographical data for advertising and promotional purposes without odditional compensation. 

4. General Conditions: Sweepstakes is open to oil US residents except employees of Imagine Media, Fox 
Interactive, and their afliliates, subsidiaries, sales representatives, distributors, retailers, advertising and promo¬ 
tional agencies, and the immediate families of each, All federal, state, and local laws apply. Prizes are non-trans- 
feroble and may not be substituted, if o prize becomes unavailable, sponsors reserve the right to substitute prizes 
for those of equal or greater value. All taxes on prizes are winner's sole responsibility, By accepting a prize, win¬ 
ners agree that all prizes are awarded on the condition that Imagine Media, Fox Interactive, their agents, repre¬ 
sentatives and employees will have no liability whatsoever for any injuries, losses, or damages of arty kind result¬ 
ing from acceptance, possession, or use of a prize. Winners further acknowledge that said parties have neither 
made nor are in any manner responsible or liable for any warranty, representation, or guarantee expressed or 
implied in fact or in law or, relative to aoy prize, including but not limited to, its quality, mechanical conditions or 
fitness. Void where prohibited by law. 


5. For a list of winners, available after July I, 2000, send an S.A.S.E. to "Die Hard Trilogy 2 Sweepstakes 
Winners List," c/o FOX INTERACTIVE, PO Box 900, Beverly Hills, CA 90213-0900 

6. For o complete list of rules, send a S.A.S.E. to: "Die Hard Trilogy 2 Sweepstakes Rules," c/o of FOX INTER¬ 
ACTIVE, PO Box 900, Beverly Hills, CA 90213-0900 
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nfFI hile the long-awaited Resident Evil feature film remains 
mired in delays and secrecy, it's a different story alto¬ 
gether for the silver screen treatments of Final Fantasy and 
Tomb Raider. 

Several months after announcing the voice talent roster for its 
completely CG science fiction epic, which includes the likes of 
Ving Rhames and Alec Baldwin, Square Pictures recently opened 
an official website for Final Fantasy: The Movie at www.finalfan- 
tasy.com. In addition to two short, but nonetheless breathtaking 
teaser trailers, the site contains production drawings and the first 
bit of backstop/ on the film. According to Square, the plot unfolds 
on a ravaged Earth in the year 2065, and follows the last rem¬ 
nants of mankind as they search for the meaning to love, life, and 
heart in an overly scientific world where life has been reduced to 
a form of energy. 

New rumblings concerning Tomb Raider: The Movie could 
also been heard emanating from the Hollywood rumor mil! this 
month. Respected movie trade paper Daily Variety reported that 
Girl, Interrupted co-star Angelina Jolie is dose to signing on to 
play Lara Croft in the film. When contacted by PSM, Eidos 
Interactive offered a "no comment' on the news. Word is also 
making the rounds that principle photography on the movie will 
begin soon at London's Pinewood studios (which also hosted 
shoots on The Phantom Menace) and that Simon West (Con Air) 
has been signed on to direct. 

Both films are scheduled to hit theaters during summer 2001, 
and we'll have the latest news on them as it breaks. 




oh the long-running Marvel comic 
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series and upcoming feature film} 
Specific details on the game have 
not been announced, but it is 
rumored to be a 3D action/ 
adventure title based on the Spider- 
Manengine. 
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There s more covert action on 
the way from Red Storm. The devel¬ 
oper has announced plans to pro¬ 
duce a PlayStation version of Rogue 
Spear, the sequel to its anti-terrorist 
m 

lor tne game to remain more Tauntui 
to the PC version's planning and 
teamwork elements that its prede- 


cessor, < 

ant 

to hit shelves 
of 

1 

by the end 


ler. 

3 



<4 We'd have to agree with Eidos on this 
choice — Angelina Jolie's not only a hottie, 
she's the spitting image of Lara. 





a ¥ Square has paired talented animators with cutting-edge supercomputers to create characters and environments that 

look nearly indistinguishable from real life. The result looks awesome! 
















































































































































































































































































































































































y'i' 


£|OMklA 
HOklT ME 
SOME 
JAWAS1 




car combat-style 


The Force On Four Wheels? 

ow here's a weird rumor, According to those "in the know", LucasArts has 
been negotiating with Activision for quite some time to license the 
Vigilante 8: Second Offense engine. What for? A car combat-style game based in 
the Star Wars universe! 

As strange as this may sound, the game is evidently weil into development for 
the current PlayStation (and possibly PiayStation2) and may surface in some form 
as early as this year's E3 expo. Admittedly, there really aren't a whole lot of land- 
based vehicles from the Phantom Menace to round out an entire game, so chances 
are good that the game may include some classic rides (such as Luke's land- 
speeder and the lumbering Jawa carrier, perhaps?) for good measure. Heck, it may 
even offer a sneak peek at some of the high-tech goodies from Episode II, but don't 
get your hopes up too high. 


Tonb 
Raider: 
The Mo 
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A Star Wars vehicles in ^ 
game? Stranger things have happened. 


when you thought a who will play 

MlSS Croft had completed movie be about? No one can 
final adventure on PlayStation, s .°y (y e *)' bu .» rumor has it that the 

tie-in game is already in the works! 

up pops a new rumor concerning . ._.. 

the possibility of a fifth game in the 

series — and it isn’t for P!ayStation2. According to recent rumblings, 
are secretly developing a game based on the upcoming Tomb Raider movie, which is 
expected to hit theaters this summer. 

Said to be based on the same engine as Tomb Raider: The Last Revelation , 
game is obviously expected to follow the characters and events featured in the motion 
picture to the letter, and may boast a redesigned Lara that more accurately reflects her 
silver screen persona. 

Neither Eidos nor Core will confirm the game's existence, but both are already 
known to be collaborating on the next generation Tomb Raider adventures for 
PlayStation2. Given the enormous draw that movie tie-in games have been able to 
generate in recent years, however, we definitely wouldn't count this one out just yet. 
Well have the latest on this juicy rumor as it develops! 



-K 


emember the old four-player Simpsons arcade 
game from Konami? It was just one of many 
videogames based on the classic Fox animated series, 
and according to recent rumors, it won't be the last. 

Fox Interactive is said to be developing at least one 
new action-oriented game based on The Simpsons for 
release on PlayStation within the year, with the chance 
that a second game is also in development. The game 
(or games) will reportedly be debuted at the E3 expo in 
Los Angeles, where there may also be some word on a 
possible PlayStation2 outing for Homer, Marge, Bart, 
anc the gang. 



4 Konami's 
Simpsons 
arcade 
game was 
loads of fun 
— let's hope 
we get 
something 
similar for 
PlayStation. 



Fear Effect, 


idos delivered one of 
the year's best 
adventure games in Fear 
Effect and now word has it that 
work on the inevitable sequel is 
already underway at developer 
Kronos. But what systems can we 
expect it on? It looks to be good news 
all around. 

As it stands, the rumor is that 
Fear Effect 2 will appear on both the 
current PlayStation and PiayStation2, 
although it's a safe bet to expect the 
latter version to appear a good while 
after its 32-bit counterpart. Also, as can 
be expected, there's been absolutely 
nothing said concerning the game's plot 
or characters, but we'll be certain to keep 
you updated with the latest. 


► Fear Effect offered up a challenging 
adventure, and now the requisite sequel is 
rumored to be underway. 


Re-Raisiig Kain 



here's yet another sequel rumor to report this 
month, this one having to do with one of 
PlayStation's biggest 3D adventures and one of the 
most epic vampire sagas ever to hit videogames. We 
are, of course, talking about Legacy of Kain, 

Now that work has wrapped up on the Dreamcast 
port of its sequel, Soul Reaver, word has begun to 
make the rounds that a third game in the popular 
series has entered into development, albeit still very 
early on. Eidos has already hinted that a new chapter 
in the Kain saga would likely arrive on PlayStation2, but 
our sources indicate that the current PlayStation isn't 
being left out of its plans either. 

Legacy of Kain 3 could potentially be 
one of the biggest titles released on 
PlayStation during its impending 
twilight years, and may be unveiled 
(in some form) at E3. If it is, well be 
there to bring you confirmation 
and any details. 


► You just can’t 
keep a good vam 
pire down. 




























































































































































THE COUNTRY'S MOST POWERFUL SECRET WEAPON IS BACK. GABE LOGAN RETURNS FOR ANOTHER HIGH -EXP LOSIVE 
ACTION-PACKED. SH 0 0T-FHTST-ASK-QUEST10NS-LATER MISSION. WITH MORE WEAPONS. MORE THAN 20 NEW INI 
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Syphon Filter, 989 Studios and the 989 


!o are trademarks or bony Computer Entertainment America Inc. © ^UUO bony Compute! 
Entertainment America Inc. PlayStation and the PlayStation logoi are registered trademarks of Sony Corpputer Entertainment Inc 
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wrestling interesting at the very tail 
end of an existing product line. So 
we're smart enough to know what the 
deltas are between all these projects. 
We're not going to sell our consumers 
short by giving them this kind of medi¬ 
um thing which doesn't cater to each 
specific console. 

PSM: Right. 

IV: Like you say, here's what we need to 
do to make our game great for what 
we're doing. You're not going to get sev¬ 
enty-five hundred polygon characters 
with facial animation on PlayStation. So 
that enables us to focus our efforts on 
something else. 

CO: We don't want the PS2 to be limit¬ 
ed by what the PS can do and vice 
versa. Other companies tend to make a 
product and say, we're making it for the 
PS, and then we'll port it to a 
Dreamcast or we'll port it to a PS2, and 
all we'll do is give it better graphics or a 
little higher poly models. What we're 
trying to do is create a core experience 
that works best on the target platform, 
but keep common elements that we 
can re-use for both. 

IV: When it's appropriate, we'll use 
them. I always use the analogy of if you 
type out a sentence on a piece of paper 
and then blow it up on the photocopier, 
it just gets worse and worse and worse 
and worse. 

ALL: Yeah. 

IV: It's better to start off big and 
drill down. 

: I guess the funny 
thing is that ! think 
we're actually going 
to give [readers] a 
reason to buy 


< Goldberg is 
only one fan 
favorite who's 
scheduled to 
appear in WCW 
2000. Very cool... 


both the PlayStation game and the 
PlayStation 2 game because they're 
going to be similar experiences, but with 
very different content. For example, 
since our models are such high polys 
(7500), we have to do fewer of them. So 
we're shooting for twenty-five models, 
twenty-five characters in the game with 
four variations of each. So you'll have 
Norman Smiley with, you know, his riot 
gear, and Norman Smiley with his goalie 
uniform on or his baseball uniform on, or 
his football uniform. On the other hand, 
PS, is going to have... 

GL: .. a create a wrestler model. So we 
have seven unique geometries. 
Consider having the unique geometry 


bb EV€RYTfllNG LUIT-HIN 
T4HE5E €NV1RDNIYI-ENT5 
IS -BUILT TO BE 
INTERACTED UJ1T-H.” 




for every single wrestler, right? We're 
going to have a set of geometries that 
can be mapped with a huge variety of 
texture maps. So while the actual geom¬ 
etry is less, it gives you an exponential 
increase in the number of wrestlers and 
possibilities in costumes and stuff that 
you can have. 

IV: So now the WCW characters are a 
part of the create a wrestler universe. 
So you can edit Sting, you can edit 
Goldberg and do all that sort of stuff. 

The Environments 

CO: The screenshots we're giving you 
should sort of give you an idea of the 
environment that we're shooting for in 
the end product this year. One of the 
main rooms were working on is a locker 
room. The idea is that you would fight 
within the locker room environment, 
and you'd be able to interact with the 
benches and tables. So you can actually 
climb up on those. So if you were to 
jump from there onto a guy laying on top 
of the bench, it would break into two, 
and now that's two separate objects. So 


something inside of that TV. Plus your 
environment changes. The idea is that 
you can walk out and it's completely dif¬ 
ferent because of your interaction with , 
the environment. You could break 
through this wall, move info the bath¬ 
room area, and now you can fight in 
either area. And now you can pull the 
towel dispenser off the wall or the first 
aid kit off the wall, or bust into each one 
of the stalls and pull a urinal off the wall 
and smash your opponent over the head 
with it. Everything within these environ¬ 
ments is built to be interacted with. 

PSM: So will there be button that 
allows you to lay an opponent on a 
table or other fiat surface or there 
might be one that's meant to just j 
slam them into something: 

CO: Yeah, it's all situation specific. If I | 
need to put a guy up on here, what we 
normally did last year is when we are 
within the context-sensitive area, when 


CHUCK OSIEJA: I'm Chuck Osieja, and 
I'm the senior producer for WCW on the 
PS2. Ian Verchere is the producer for the 
PS N64 and Gary Lam is the producer 
j working on the PS N64 and PS2. We 
work as a team environment here, so 
although I'm responsible for the PS2, 
both Gary and Ian and all the production 
staff has worked on the design and 
j some of the elements that we're work- 
| ing on as sort of a collective because 
j some of the things that we're working 
| on for PS2 we're also doing in the PS 
j version and vice versa. Gary is responsi¬ 
ble for all the speech that we did last 
year. So he's handling the speech, some 
j of the speech for both the PS and also 
j the PS2 as well, So for accounting pur- 
: poses we have titles, and for account¬ 
ability we have specific products that 
j we're associated with. 

PSM: That makes the most sense 
because if you're ail working on the 
| same game, then you can pool your 
j resources and your skills. 

| CO: Yeah, it makes a lot of sense. There 
j are certain things that we're going to do 
for the PS2 that only the PS2 can do. But 
| there are a lot of basic elements of com¬ 
monality between the PS and the PS2, 
and it doesn't really - it's not really plat- 

| form specific. 

} 

l 


IV: The trick is to know when 
! to differentiate your 
| product, like when to 

j tool up and build a 
first-generation 
engine for a brand 
j new platform, Our 
challenge is to figure 
out a way to 
j make 


what we've done is we've created 
object sizes that are uniform, so every- 
thing within the world will conform to 
about eight different object sizes. And 
that way we can actually create stuff like 
a table that breaks into two pieces. Then 
you can pick them up and use them on 
people. So the idea is that you would 
fight within this environment, and then 
everything, every one of these lockers 
could potentially have a weapon or a 
power-up of some sort inside. If I take 
Ian and I throw him against this TV... 

IV: Which he does. 

CO: ...the TV breaks, and there's poten¬ 
tial to be a weapon or a power-up or 


a Grab a lead pipe, a chair, a steel barrel, 
a urinal (a urinal?), whatever you can! 
Many of the items in the environments will 
be usable as weapons. 
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Recently, PSM had the chance to 
visit EA Canada and 




members of the team responsible 
for the upcoming WCW 
the PS2 and PlayStation: 
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Chuck Osieja, Sr. Producer 
Gary Lam, Producer 
Ian Verchere, Producer 
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/ I hit a button I'd pick him up and put him 
up on that. So if I can interact with this 
table, and I hit, say, the X button, i'll lift 
you up and put you on the table. Okay? 

I could put you up there, beat on you, 

I climb up, do a turnbuckle move on you, 
and then continue on. So it is going to 
be area-sensitive. If I go up to this, I can 
either climb up onto it, or I can pick it up 
jj and use it as a weapon. So there are 
there are variations to whether or not 
something is used as an object or it's 
used as a weapon. 

PSM: What types of weapons will 
you be seeing in the finished games? 

CO: You name it, we pretty much have 
it. We have square plastic garbage cans, 
a TV, a microwave, a stereo, a sink. And 
those are just some of them. We have 
lists that are as long as my arm. 

; Garbage cans, file cabinet, mini fridge, 
urinals, you name it. 

PSM: Right. 

IV: You're still going to have all the stan¬ 
dard things you would expect to see like 
brooms, bats, guns, cannons, tasers. 

The Little Details 

CO: One of our biggest emphasis on 
PS2 is the special effects. We want spe¬ 
cial effects, special effects, special 
effects. When I get thrown into a trans¬ 
former, I don't want it just to bend. I 
don't want it just to break. I want it to 
spark and throw electricity and every¬ 
thing else. If you throw somebody into a 
transformer box, you might unlock the 


A It doesn't matter if you're fighting in the 
parking lot, in the bathroom or in the 
kitchen; there'll always be a huge crowd 
there to cheer you on! 

| ability later on to come back and play 
| with an electrical fence. Also, when you 
j throw somebody into it, now they're 
j going to get electrocuted, and you're 
I going to see them light up, and you can 
see sparks and all that stuff happen. 
Because that's part of what the power 
of the PS2 is able to do, so we're really 
j going to try and emphasize that when- 
; ever we can, If I do a big move on you, 
you're going to see impact. We're going 
to do things like sweat. We're going to 
do things like fireworks. We're going to 
\ do as much particle effects as we can 


because they're cheap for the system, 
and then they're very impactful. 

PSM: We agree completely. When 
you're trying to present these realis¬ 
tic backgrounds, it's all in the details 
and they all add up. 

CO: You can see the semi truck, for 
example, is sectioned off. And the idea 
is that you throw somebody into one 
section of it, and it breaks open a part of 
the truck. So there could be something 
inside. Everything within the environ¬ 
ment can be broken or interacted with 
in some way. So it's really been 
designed from the ground up to be a 
completely interactive environment, 
which is, I think, a lot different than any¬ 
body else has tried to do. 

PSM: We love how you've still man¬ 
aged to keep the crowds in there. 
Because the crowds are such a huge 
part of it. 

CO: The initial feedback that we got 
was kind of lukewarm on going out of 
the ring. And I think the main reason for 
it was people said, if you don't have the 
crowd, then you kind of lose that large 
environment. And we said, you don't 
have to lose the crowd. You can design 
even/ single environment and still have 
the crowds play an important role. 

Game Modes 

PSM: Are you thinking about having 
different stipulations or different 
rules or modes in the game? Would 
there be a tag team kind of thing 

going on in there like 
this, or does that just 
not work? 

CO: We're not going to 
do a tag-team, at least in 
the first year. But it's def¬ 
initely something we're 
going to build on. 

IV: You get into a lot of 
issues where you have 
three to four wrestlers, 
and because you have 
the ability to break through from one 
space to another, you get into camera 
issues. Where would the camera focus 
on? You could do a split screen, but then 
you take away from the gaming experi¬ 
ence. If somebody else is doing some¬ 
thing somewhere else, and you're con¬ 
trolling the guy in Room One, then all of 
a sudden it splits the screen in half... we 
don't think it would be a very fulfilling 
experience for you. 

CO: We're really taking baby steps with 
this. There's so much stuff that we 
could do. It's a matter of what we think 
we need to do. And we need to execute 
a hundred percent on this idea first, and 
then figure out where do we take it? 


How do we introduce tag teams? How 
do we introduce run-ins? How do we 
introduce battle royals? 

How Does It Play? 

PSM: Right. The actual process of 
doing the moves and the way that 
whole thing works, the structure 
works, will that be much different 
from the last game? 

CO: We're going to actually change it. 
The thing is last year - and I guess every 
developer goes through this, is you 
always have stuff that you couldn't exe¬ 
cute on for whatever reason, whether 
it's time constraints or memory restric¬ 
tions or whatever. But, we took the 
feedback that we got from reviewers 
and from fans of the game and people 



A Goldberg ponders his next move, or 
maybe he's just waiting to see if you've 
got the guts to face him. Well, do you? 


that wrote to us and talked to us. We're 
implementing a better grapple system. 
We now have a normal and a strong 
grapple. And we've actually motion-cap¬ 
tured a whole bunch of animation that 
gives you a visual indication of whether 
you're the one initiating the grapple, 
whether you're initiating a strong grap¬ 
ple, and what the results of those are, 
So we want to keep the context of what 
we did before, but we want to execute 
on it better. So the way that Mayhem 
was actually designed and the way that 
it's going to be executed on the new 
game is that it's going to be a timing- 
based game. It's not a button masher, 
but it's more of a rhythm-based game. 
The idea is that I grapple you, and then I 
have a certain amount of time to exe¬ 
cute another move. And my opponent 
has a certain window of opportunity to 
reverse that move on me. So it's more 
about figuring out wnat the timing is for 
the moves and how to execute the next 
move out of that. Because certain 
moves will take a little bit longer or take 
a little more strength or a little more 
time to execute out of them, and other 
ones would be quicker. They may be 
quicker, but they'll do less damage. So 
the bigger the move is, the longer the 
window is that you need to execute, 
and therefore the bigger the window is 
for the guy to reverse it on you. So it 
becomes more of a real-time strategy. 

PSM: What will the structure of the 


game - is there, like, what's the main \ 
mode? Is there a season-type mode 
or anything? 

CO: Yeah. We're planning on having a 
couple basic modes: an Exhibition 
Mode where you can fight in whatever 
you've unlocked, a Hardcore Challenge, | 
which is our main mode and a few oth¬ 
ers. As you play through a hardcore chal- | 
lenge, you'll be able to unlock different j 
arenas and different environments. 
Hardcore challenge is basically going 
through ail the levels and beating all the 
opponents along the way and unlocking 
stuff. So, as you continue through the 
levels, you'll unlock the next level, the 
next section of the level, and other ways 
to play a level. So you'll go back and 
fight, eventually, everybody in the 

“YOU CAN .D-E51GN 
EVERY SING LEE 
ENVIRDNItlENT AND 
STILL. HflV€ T-HE | 

CRDU1D5 PLAY AN 
1IYIPQRTANT ROLE■" 


game. A lot of the WCW 2000 is based 
on a reward structure,, like you would | 
see in other games. 

PSM: We've just got one last ques¬ 
tion for you before we head off. Are 
you looking at taking advantage of I 
the P$2's analog buttons? 

CO: Yup. 

PSM: Will it relate to the weak grap¬ 
ple-strong grapple system? 

CO: Yeah, exactly. The harder you press 
the button, the stronger the grapple is, 
or the more damage or more impact 
you're going to be able to do with the 
functions, or kicks or moves or whatev¬ 
er they happen to be. Here's the strate¬ 
gy part, if you were to tap it, he does a 
quick punch, does less damage, but the 
shot gets off quicker. If you do a longer 
press, the character's going to do a big¬ 
ger punch that causes more damage, 
but it's easier for me to block or reverse 
it. We're going to take advantage of the 
analog capacity of the new controllers 
and make all the moves work that way. 
We've already talked to the program- j 
mers about it, and they said it's not a 
problem to make the animation work j 
accordingly. 

PSM: Thanks so much for your time. 
We know you're crazy busy with the 
project and we appreciate you taking 
time out to talk with us. Good luck 
on everything. We cer¬ 
tainly look forward to 
seeing a more complet¬ 
ed game later this year. 















































m fa “ "* * 


fYlfiv Z □ □ □ 


m m m §■.-% raKi?:.':-:'' 


-HTT-p!//uJwug, DA ILYfl fl D-R-R . caftl 



We've listed every upcoming 
PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It's still 
fun to look forward, though! 
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< Once again, GT2 fakes 
the pole position. Can 
nothing stop this monster? 




J 
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Here are the top sellers for Electronics Boutique stores | 
nationwide. Gran Turismo 2 was once again the big j 
seller, followed by ECW and Fear Effect j 

i „ . _ _ 



2 ► ECW Hardcore Revolution King of the ring 

3 ► Fear Effect - Eidos action epic 

4 ► Tony Hawk Pro Skater - Part twos on the way 

5 ► Saga Frontier 2 - Squares latest 

’ ' * * . •" . . • '• ••• i* : - **{*-• ’ '••• •' 
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; 6 ► Marvel vs. Capcom - 2D fighting returns 


7 ► NBA Live 2000 - Ail-Star game 
I 8 ► Medal Of Honor - Real Army men 

9 ► Madden NFL 2000 - Gridiron great 

10 ► Rainbow 6 - Covert action 



fast, and it's 
unstoppable! Yes, it's GT2 
and once again, it wins the 
NPD Derby. 


J Every month, NPD surveys a variety of retailers to 
find out which games are selling the most. Gran 
j Turismo 2 is still running first. 


1 ► Gran Turismo 2 

2 ► Tony Hawk's Pro Skater Be like Tony! 

I 3 ► Spyro The Dragon - Can't keep the little guy down 
l 4 ► Gran Turismo - Cheaper than a tank of gas 
5 ► Crash Bandicoot: Warped - Crash is back 
| 6 ► Medal Of Honor - Live the battle 


j 7 ► Tomorrow Never Dies - Bond's latest mission 
| 8 ► Frogger - Still hopping 
j 9 ►NBA Live 2000 - King of the court 
\ 10 ► Metal Gear Solid - Snake sneaks back at $20 
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2N0RHARIER GAMES 


ms 


dema cTDro 


R ci o i n rt 


sitJts.ncjuiuu..Micro Maniacs 

w 

Interplay...Gambling.Caesar's Palace 2000 

Konami.Racing.Konami Rally 

Konami.Action Nightmare Creatures 2 

LucasArts.Action/Fighting Jedi Power Battles 

Psygnosis.Action/Strategy...Team Buddies 

Sony.Racing.Speed Punks 

S hi1. R P G............................i.. K o ude 1 ka 

Vatical.Mech Action.Iron Soldier 3 


MAY 

Codemasters . 

GT interactive. 

Konami . 

Midway. 

Midway. 

Sonv 

W V_i** II T a i ■ i i i « i i i i i i i e 

Sony. 

Sony......,.,..,.,, 

Square EA. 

JUNE 


.Boxing.Mike Tyson Boxing 

.Action.Duke Nukem: Planet Babes 

.Soccer.....Major League Soccer 

.Football.Arena Football 

.Arcade.Paperboy 

.Skateboarding..Grind Session 

.Action.MediEvi! 2 

.RPG.Wild Arms 2 

....Action/RPG.Vagrant Story 


Codemasters.Racing..World Tour Championship 

Sony..RPG.Legend of Dragoon 

Square EA.....Action/RPG.Legend of Mana 

OTHER 2ND-0HARTER RELEASES 


Activision.Action... 

Activision.Action 

Bandai.Action... 

Bandai.Adventure 


.Spiderman 

.Tenchu II 

.Devil-Man 

Countdown Vampires 


Bandai..Strategy/RPG.Digimon World 


CA 

tA opOi 

IS ____ 

..Hockey Ext, Hockey 

: Rock 

the Rink 

CA Q n rv r 
uA. Opuf 

Hr rt 

t s 

..Racing ...Formula 1 

Cham 

pionship 


!rtF m t 


EA Sports.Rugby. 

EA Sports.Fishing ...Ultimate Bass Challenge 

Eidos.Racing.Disney World Racing 

Infogrames.Racing.Test Drive Cycles 

Interplay.RPG.Baldur's Gate 

Interplay.Action.Gekido 

Midway....Football.....Arena Football 


Namco.Action.Dragon Valor 

Namco.Puzzle.Mr. Driller 

Natsume .Fishing.Reel Fishing 2 

j Psygnosis.Car Combat.Destruction Derby 3 

j THQ.Action/Adventure.Danger Girl 

; Titus.Racing.Roadsters 

Ubi Soft.Platform.Rayman 2 

: Vatical .Racing.Polaris Snocross 2000 

; Working Designs.RPG.Lunar: Eternal Blue 

: Working Designs .Strategy/RPG.Vanguard Bandits 


3RD QUARTER GAMES 


j JULY 

» 

» 

; Activision 

: Square EA 

: AUGUST 



• /\ i ViU 


ant Academy 

.Action/RPG.Threads of Fate 


Square EA.RPG.Chrono Cross 

i SEPTEMBER 


l Square EA..Action/RPG.Parasite Eve 2 


j OTHER 3R0-RIMRTER RELEASES 

j Activision.Skateboarding ..Tony Hawk's Skater 2 

i Fox Interactive..Action/Adventure ....Planet of the Apes 


4TH-QUARTER GAMES 


Activision.BMX Racing.Mat Hoffman's BMX 

: Matte!.FightingRock 'em Sock 'em Robots 

Midway.Action/Adventure ...MK: Special Forces 

THC.Action.Evil Dead: Hail to the King 

: THQ.Wrestling.New WWF Game 





Gamewatch 


mm 




Unveiled at fast year's E3, the first-ever polygonal X- 

existence 


the game by the PSM offices recently, announcing 

that it is now in the hands of Thrill Kill and Wu-Tang 

■ *■ . 

developer Paradox. Now a 3D fighter on a 2D piane, 
the game is scheduled for release in Juiy to coincide 

movie. 
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Capcom.Action/Platform Mega Man Legends 2 

Capcom.Action/AdventureResident Evii; Survivor 

Capcom.Action...Strider 2 

Crave.Fighting Ultimate Championship 

Eidos.First-Person Shooter........Daikatana 

Eidos..Action.Urban Chaos 

EA.Action/RPG.Dungeon Keeper 2 

EA..Racing..Moto Racer 3 

Grolier.Action.Virus 2000 

GT Interactive.Action.Animorphs 

GT Interactive.Hunting......Deer Hunter 

Hasbro.Action/Platform.CatDog 

Infogrames.Action/Adventure ...Alone in the Dark 4 

Infogrames.Racing.Wacky Races 


Interplay .. 

.Action/Racing... 

.Carmegeddon 

j Interplay .. 

.Action/Adventure. 

.Messiah 

• Lionhead... 

.Strategy. 

.Black & White 

1 Midway.... 

.Racing. 

.Rush 2047 

Rockstar.... 

.TBA. 

.Austin Powers 

Take Two . 

.Action/Adventure 

.Darkstone 

1 TBD. 

...Dancing. 

.Bust-a-Groove 2 

TBD. 

.RPG. 

.Dragon Quest VII 

THQ. 

.Bowling.Brunswick Circuit Pro 2 

l THQ. 

.Racing. 

.Champ. Motocross 2 

i THQ. 

.Adventure. 

.Scooby-Doo 

1 THQ. 

.Fighting. 

.Shao Lin 

: Titus. 

.Action. 

.Superman 
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The sequel to last year's best PlayStation surprise is on the way! 




Activision 
sur- 
fran- 
Hawk's 

Pro Skater. This year though, every¬ 
one's keeping a close eye on the 
sequel, so the pressure is on for the 
developers to deliver another winner, 
The game doesn't have a 
set release date yet, 
but is scheduled for a 
fall timeframe. Along 
with the expected 
new courses, boards, 
and skaters, you can also 
expect new features, 


such as the ability to customize 
your skater even more. It's 
tough waiting for a game this 
cool, but for now, be sure to 
check out our full story 
in news this 
very issue! 


WOW! 

WITH THIS NEW 
P5M 80ARP, I 
CA N PL Y HIGHER 
THAN BVBR! 
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AWBSOMB! I CAN 
SEE m CAR ?ROUi 
UP HERE/ HBY... 








Gamewatch: 


Count one contestant out of the videogame work 
series. Shortly before going to press, we learned that 
Fox Interactive has scrubbed plans to release its first 
baseball title on PlayStation. Apparently, the game was- 

start of this season, so Fox 
to focus development on a 
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We've finally got our hands on a 
playable version of the web'slinger's 
first 32-bit adventure. So far, it looks 
(ike the game will realty exploit 
Spidey's unique abilities in some 
cool ways! 




It's official: Tony Hawk is shredding 
his way back onto PlayStation (and 
possibly PlayStation2). We're one 
step closer to skateboarding nirvana 
now that weVe gotten an early 
glimpse of the game and checked out 
its features. 
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Square's staying tight-lipped about its 
latest FF installment, but that isn't 
keeping our enthusiasm down, Even 
from what little we've seen, it looks to 
be the most stylish, epic game yet in 
the series I 


Alone in the Dark's latest chapter looks 
to send the creep-o-meter through the 
roof. With cool lighting effects (using 
only your flashlight to see at points) 
and environments, this is definitely one 
to wotch out for. 


mmmm 


mm 
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We really dig ninjas. Since state laws 
pretty much prohibit any ninja-like t 
antics, this latest stealth adventure is 
probably as close as well get to living 
out our dreams of becoming master 
ninjas — for now. 


Imagine the original game, only 
about a zillion times zanier, and 
you've got an idea of Micro Maniacs 
You guide nutty little characters 
around household courses; ifs all 
very addictive. 


With the movie just around the bend 
i a new X-Men videogame wasn't 
| exactly unexpected. This one's been 
delayed for a while, but the latest 
version we've seen is shaping up 
very nicely! 


Colony Wars put PlayStation space 
blasters on the map, and the latest 
shoot-'em-up from its creators keeps 
looking better and better. Steve's still 
holding out hope that Jeri Ryan will 
make an appearance. 


We go ga-ga over wacky Japanese 
| characters, and Mr. Driller is one§>§ 

I the coolest we've seen in a long time. 
We haven't been able to put this 
game down since it showed up in 
the office. 


Our P]ayStation2s have been on 
almost 24-7 since we got back from 
Japan with them, and we still can't 
wait to see everything that's in store 
for the U.S. launch this fall. Bring it 
on! Bring it all on! 
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; v' 


■ . 


' v ^Np 

H-”; y ’ ijffi 


&V?:' - 


.1* -.C- - ' ... 

. •< ■.; ji-.-" «» 




■ . 








C )■■■-' ^ W 

*#• ... •• -$ 


. ' V #^ ■ 


y-,* 


M :.;v 


— 


. .fj? 




•WRVR 


v 




.*vv,'T 


•-•••& ; 




’T'iii' v 

igeto&B 


•■ ! U. F 


.41- v 




i i"h .i , ‘■ , ' 


WjS^gfeF 








■Si™ 




;rrx : ^ 




if' A’.V..'' ■ 


II 2- 


Kg? 


jViv. ' 


suicide, 









































































































































. . V \ v " 4 ,', ,•>'•; ' i ';.''' .7 •• --*• V'/iV-v '/i •'■*,»' v •'y r « *v.o' 


i-.-vY'-u'- j /•••.■//' .’ . • .’ - . ■ ''• ■■■' > tAr'cV \ 






1 


3®® 


Wi 


77?/s /s a game of revenge. A dark early 1900s revenge where you’ll battle against 20 different creatures using new 
fighting techniques, combination moves, and fatalities. A revenge that goes deep into 30 game sectors in 
8 different worlds including subways, castles, sewers, cities (London/Paris), cemeteries, villages, and underwater 


revenge 


Soundtrack by Rob Zombie 


MATURE 

CONTENT RATED BY 


Animated Violence 
Animated Blood and Gore 



Sega# Dreamcast 



Nightmare Creatures IITM & © 2000 Kaiisto Entertainment, S.A. Produced by Universal Interactive Studios, Inc. Published and 
distributed by Konami Co., Ltd. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
Sega, Dreamcast, and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises Ltd. The ratings icon 
is a trademark of the Interactive Digital Software Association. Konami is a registered trademark of Konami Co., Ltd. All Rights Reserved. 
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www.nightmarecreatures.com 
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rhe mosr hortesr, dependable, unbiased 
playsrarion reviews on rhe planer—period 


Yes, the PlayStation is incredible — but that 
doesn't mean all of its games are going to 
knock your socks off. Our reviews give you 
the total breakdown on all the latest titles, so 
you know when to buy and when to cry. 



Armored Core: Master Of Arena 


Crusaders Of Might And Magic 
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Gaierians 


Gauntlet Legends 


Mobil 1 Rally Char 
NHL Rock The Rink 


Runabout 2.. 
Street Sk8er 2 


Superbike 2000 
Svohon Filter 2 




THe PBIY1 Rating 





III e here at PSM want you to know that we take 
J our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 


UJ-H-RT THE RATINGS WEAN 


A PlayStation classic that no fan should be without 
A can't-miss game, no matter who you are! 


A really well-done game. If you're a fan of the genre, 
you should definitely check this one out 


A pretty good game. It has its share of rough spots, 
but it has some redeeming qualities, as well. 


Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don’t bother. 


Don't even make eye-contact with this one— 
W! Lw it's not worth one second of your time. 




This is the 
Game 

Summary. It's 
kind of like 
"Cliff's 
Notes" for 
all you lazy 
types who 
won't read 
the whole 


review. 




These are the categories that we think are most 
important when rating a game. Each is rated on 
a scale from 1 to 5. 


With our Replay Chart, you con see the potential lifespan of a 
a glance! Some games are great fun at first, but quickly wear 
Others are tough to get into, but really take off if you stick 

ill be 


5 means that you wi 
tically in the closet. 


playing it non-stop, while a 1 means 


r 



hese are our ratings for 
some of the games released 
the past several months. 
;k 'em out for any titles you 
have missed! 


Ace Combat 3: 

Electrosphere OOOOO 
Alundra 2 0001/2 
Army Men: Air Attack OOOO 
Ballistic 0000 
Boombots OOO 
Chef's Luv Shack 001/2 
Chocobo's Dungeon 2 000 
Colin McRae Rally 00001/2 

Colony Wars: Red Sun 00001/2 
Crash Team Racing 00001/2 

Cyber Tiger OOO 
Deception III: Delusion 0001/2 
Die Hard Trilogy 2 0001/2 
Dukes Of Hazzard 00 


ECW Hardcore Revolution OO 
Fear Effect 00001/2 
FIFA 2000 00001/2 

Fighting Force 2 001/2 
Formula 1 '99 00001/2 
Gran Turismo 2 00001/2 
Hot Shots 2 0001/2 
Hydro Thunder 0001/2 1nt. Track & 
Field 2000 0001/2 
Jackie Chan Stuntmaster OOO 
Jojo's Bizarre Adventure 0001/2 
K-1 Grand Prix OOO 
Killer Loop 0001/2 
Marvel Vs. Capcom 0001/2 
Medal of Honor OOOOO 

Misadventures Of Tron Bonne 
MTV Music Generator OOOOO 
NASCAR Rumble OOOO 
NASCAR 2000 001/2 
NBA Shootout 2000 0001/2 

NHL 2000 OOOO 

No Fear Mt. Biking OOO 1/2 

Pong OOOO 

0*bert 001/2 
Quake II OOOO 


Railroad Tycoon II OOO 
Road Rash 2: Jailbreak 001/2 
Rollcage Stage II 00001/2 
SaGa Frontier II 0001/2 
Shadow Tower 001/2 
Silent Bomber OOOO 

Silhouette Mirage OOO 
Space invaders OOO 1/2 

Spyro 2 00001/2 

Street Fighter EX2 Pius OOO 
Test Drive 6 001/2 

Test Drive Offroad 3 00 
Thrasher: S&D 00 
Tomba! 2 OOOO 
Twisted Metal 4 001/2 
Vigilante 8: 2nd Offense OOOO 
V-Rally 2 0001/2 
WCW Mayhem 0001/2 
Wipeout 3 0001/2 
Worms Armageddon 00001/2 

Wu-Tang: Shaolin Style 0001/2 
WWF Attitude OOOO 
WWF Smackdown OOOO 
X-Files 00 

Xena: Warrior Princess 001/2 
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Armored Core: Master Df Arena 





Action/Shooter 


r r *• m 


From Software 


TYPE OF 6AME 


* New mechs, new arenas, 
new missions, but sadly, the 
same old graphics. 


m 55 Il£ 
HQ/ HD 
ju«i m 


MORE DF THE SAME WITH NEW STUFF? 



etting a chance to design and pilot your own mech has never been done 
better than in the Armored Core series of games. Players have to fit 
together different body parts they buy or find in the game, and make sure they all 
balance out. Every detail is thought out and a huge amount of parts are available. 
Creating your mech, including paint job and insignia, is half the fun. The other part of 
the game, where you get to take your creation on missions and into combat, is 
equally satisfing, but the latest game, Master Of Arena, is still not a true Armored 
Core sequel, despite all the cool new extras. 

The game is two discs big! Disc one is like any other Armored Core game, 
featuring the shop and garage where you assemble your mech and where you'll find 
all the single player missions. The missions featured offer quite a few new 
experiences for those that have gone through the past games and veterans will find 
the action challenging, especially later on. Beginners will be easily frustrated, 
however. Fans of the series can also use their old Armored Core saves with this 
game, so any creation and parts you've earned or purchased in the past can be used 
in Master Of Arena. On the second disc are two more brand new tournament 
arenas, both with a twist. One lets you create your own tournament by creating 
different mechs and then actually programming their Al. You determine how 
accurate they are, how often they use their boosters and how aggressive they are. 
You can then save your custom tournament to a memory card and have a friend 
challenge it. To enter the second new arena, you have to meet certain prerequisites, 
such as having humanoid legs or treads for a base. As you enter and win these 
specific tournaments, more will be unlocked. 

There are a few new two player environments, like the surface of the moon, and 
the cool replay mode is still intact, but no improvements have been made to the 
graphics. It still plays and feels exactly like past games and analog control is still not 
incorporated. A little disappointing, but Armored Core 2 on the PlayStation 2 is just 
around the corner, so the future for the series is bright. 
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Superbike Zuuu 


ONE SUPERBIKE. PLEASE BARTENDER. STRAIGHT UP 


1/J 


hen a game is to be released both on the PC and consoles, obviously 
J we’re all going to expect the PC version to look a lot better. What isn’t so 
obvious, however, is our version should always devolve into a poor relation of the 
PC game. Superbike 2000 is a case in point: yes, the PC version looks gorgeous, but 
it also features realistic physics, plenty of spills, decent commentary and difficulty 
levels that affect handling, not just make the CPU riders invincible... ail the sense of 
danger and excitement of racing a real superbike that you can get into a game, in 
other words. . 

Our version, on the other hand, has become a bog-standard racer. On the good 
side, it's very easy to play, and there’s a comprehensive lineup of bikes, courses and 
riders for each team. A very helpful bike setup area provides information on how the 
different settings affect performance and the machines themselves look pretty cool. 
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TYPE uF GAME 


^ Great little look back r feature: 
the rider actually looks back 
over his shoulder! 


Also, crucially for a racing game, the Al can be ferocious, even on the ‘Easy’ level. 
This makes for some tense moments which quickly fade and leave you wondering 
why weather conditions have no effect on your riding, what the hell happened to the 
commentary once you left the grid, and why on earth you don’t, no matter what, 
ever come off the bike... ever. So there’s no incentive at all to ride or race properly, 
since the worst that can happen is that you're slowed down a bit. And even if you 
get pole position,four or five bikes immediately streak ahead of you, so there goes 
any reason to race the practice or Superpole sessions! 

Generally, the graphics are a bit sub-par, with tires that would look more at home 
in the Flintstones, loads of texture seams apparent and, while rider animations are 
fine, track-side scenery is barely adequate. None of the realities or unique chal¬ 
lenges, of motorcycle racing make it over to the PlayStation game, so what you’re 
left with is some decent modeling thrown on top of a very generic racing engine and 
not a lot else. I think I’m going to cry. 
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► Gabriel Logan returns In an action-packed sequel 
to end all sequels. And this time, it's personal. 


in the series, Syphon Filter 2. In all honesty, this is what one should expect 
from a sequel, as it's obvious that a lot of time and care was put into it. 

Once again, Gabriel Logan and Lian Xing have returned to rid the world of the 
'Syphon Filter', a biochemical weapon that's been created by their arch enemy, the 
Agency. In this game, however, Lian is infected with the virus and both she and 
Gabe must race against time to find the vaccine to counteract the infection. 

What we appreciate most about SF2 is the fact that most of the things we liked 
about the first game have not only been retained, but also improved upon. The first 
noticeable improvement is that the sequel takes place over two discs instead of 
one, no doubt a result of the larger number of environments, FMV segments, and 
dialog. There are now three "worlds" to be explored, with more than 20 magnifi¬ 
cent levels to blast your way through. And for the most part, the levels are quite 


way through. The story line is 
next cutscene. 


A This sequel provides even higher body counts than the first game, 
which is saying a lot. No civilians were hurt in any way, though. 


< The action tends to get intense 
when you least expect it. There's 
never any rest for Gabe. 
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1ST WEEK 2ND WEEK 


For the FPS lovers out there, Syphon Filter 2 features an ail new two 
player split-screen mode with 20 areas to deathmatch in. Half of these 
arenas must be unlocked, though, by finding various secrets in the 
One Player mode. There are also countless hidden items and 
weapons that you'll never find on your first time through the 
game. Due to this, the sequel's replay value greatly eclipses that 
of its predecessor. 

All in all, 989 Studios has done a bang-up job of continuing the 
Syphon Filter franchise. Granted, there isn’t much innovation or 
improvement in the graphics or gameplay 
but we'll let that slide this time around, just 
because the game is so fun. Still, we feel that 
this is as far as the series should go on the cur¬ 
rent PlayStation. 989 is hopefully looking 
ahead and planning a truly innovative sec¬ 
ond sequel for the PlayStatioo2. That 
would be the best way to keep the fran¬ 
chise from shooting blanks. 


► Explosive! Environments 
feature a ton of interactive 
elements which can be 
shot at and blown up. 


A Hanging onto a cliff for dear life is not the best way 
to spend a weekend. Gabe would probably agree. 


< While charging in 
I with guns blazing 
works a lot of the 
time, you'll still want 
to sneak around 
whenever you can. 
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► Agent Lian 
Xing returns in 
the sequel, as 
well, but ends u 
being 
by the Syphon 
Filter virus. 
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4 The mine-sweeper: one of the 
neater tools at your disposal. 
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rmy Men: Sarge's Heroes is not intended as a true sequei to Army Men 
3D, but as a kind of comic side-story. 1 World Wat will be the real follow¬ 
up in 3D0's popular series of plastic soldier wargaming, and if you have any dis¬ 
crimination at all, we recommend you wait to see how that turns out. Sarge's 
Heroes is another attempt to merge the company's trademark 'plastic world 1 with 
'real world' environments and it's a concept that has proven a winner thus far. Sure, 
there's a very good variety of mission objectives, as there was with Army Men: Air 
Attack, and little touches, such as the ability to knee! and go prone, are very useful 
given the relatively sharp Al of the enemy soldiers. The weapons can be cool, too. 

But it's the big stuff that's wrong with this game. To begin with, control is horri¬ 
ble and collision detection almost arbitrary. The PR blurb for this game describes an 
'amazing variety of mouth-watering animations' but the sad reality is that they're 
more eye-watering than anything. The total absence of animations for turning your 
character around will certainly make you cry, as you stand in place and the back¬ 
ground shifts. It can take ages to come about and return fire, by which time either 
you, or whomever you're trying to protect, is history. 



•• Uy •' 


1ST HOUR 1ST DAT 


Secondly, movement of the targeting crosshairs is slow and jerky. This makes 
accurate targeting impossible, so you end up wasting ammo and taking hits because 
your aim is off. We had more success shooting at the 
enemy's feet than their heads! 

As if this isn't all bad enough, the game is 
graphically sub-par throughout, 
with blocky polygonal modeling and 
bland textures that disappear at random, as 
well as terrible fogging and loads of clip¬ 
ping that really diminish your enjoyment 
of the game. Look, if you're an Army Men 
fan, you're going to buy it anyway, but 
don't say we didn't warn you. 

> The Sarge is a lean, mean, green fighting machine., 
too bad his newest game isn't... 
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Rack The Rink 

HOCKEY STRIPS DOWH TO ITS BARE ESSENTIALS 



he whole point of hockey, as everyone knows, is to inflict as much dam¬ 
age on the opposing team as humanly possible without attracting the 
attention of the referee. Electronic Arts has finally recognized this basic truth and the 
result is Rock the Rink: ice hockey with attitude or, as ESRB terms it, 'comic mis¬ 
chief'. And mischief it certainly provides: three on three, no penalties, special moves 
with names like Tornado and Leapfrog and a ten second shot clock. Games are a 
departure from the usual three periods — here, the winner is the first player to score 
five, seven, ten, 12, 15 or 20 goals and really the only rule is to get the puck in the 
back of the net as often as possible. There are two playing modes aside from the 
expected arcade game. In the NHL Tournament mode, you pit your fantasy team 
against the 28 actual NHL teams at three difficulty levels. If you beat them, the 
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Electronic Arts 


DEVELOPER 


Electronic Arts 


Sports Entertainment 


^ Winding up for the 
Thunderbolt special attack — a 
goal is imminent. 


teams are unlocked and available for play. Keep winning here and you can earn 
upgrades to your skates, sticks and gear. The third mode, King of the Rink', is a dou¬ 
ble elimination tournament, where three to eight players compete in an all out action 
game and the winner stays on the ice. Here, everything is larger than life, from the 
players themselves to the moves they make — including post-whistle hits. The non¬ 
stop action is accompanied by a thumping soundtrack from Hole and the Hanson 
brothers, Just like Cybertiger and NASCAR Rumble before it, there's a fun 
'Rewards' section, where achievements such as making the top ten rankings, win¬ 
ning challenges and scoring consecutive victories result in bonus 'upgrades' to your 
game. The whole thing quickly degenerates into a button-mashing frenzy, really, but 
that's not to say that you can't use regular hockey tactics. It's just not meant to be 
that kind of game... this is the NFL Blitz of the hockey universe and as a pick up and 
play party game, when the guys are round and you're looking for a quick multi-play¬ 
er blast, Rock the Rink fits the bill perfectly. 
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1ST HOUR 


TYPE DF BANE 


Action/Adventure 


hen we were in grade school, our teachers always reprimanded us for lazy 
work, telling us that "you could have done better." Unfortunately, the same 
is true of Crusaders of Might and Magic. The developers at 3DO really could have 
done better. On paper, the game sounds great, The feature list is comprehensive, 
the story isn't half bad and the world is loaded with areas to explore. If the imple¬ 
mentation had been better, the game would have had a better chance of being a hit. 

Playing through Crusaders is easy enough, if you manage to overlook the numer¬ 
ous production errors. The bugs in the game range from minor polygon clipping 
problems to random freezes. More than once, the game refused to return from a 
loading screen. Instead, we just got a solid black screen. The only way to continue 
was to reset the game and load a previous save. 

Visually, the game suffers from both dipping and bounding problems. Depending 
on the level, you'll find doors that magically merge with solid walls and floating plat¬ 
forms that will support your character, even though you're not actually standing on 
the platform itself. 

Not only that, but character Al is nearly nonexistent. For example, attack a char¬ 
acter at the bottom of a stairwell. Then, before the character can retaliate, run to the 
top of the stairs. Because the Al has no understanding of height, the enemy char¬ 
acters will attempt to walk directly to you, but it won't use the stairs, because that 
would be out of the way. The end result is an enemy swinging at a wall and you look¬ 
ing down on them from 15 or 20 feet above. Pathetic. 

Player control is nearly as poor as the rest of the game. In-game 
actions are not always logical. In most games, pressing the default 
action button whiie next to a friendly character will cause you to start 
talking. In Crusaders, pressing the action button will cause you to attack 
instead of talking. Needless to say, this is not a good way to make 
friends. Had Crusaders been in development for a few more months, 
the end result would have been worth the wait. As it is, the game is an 
utter waste of time and not even worth a rental. 




< EA has delivered one of 
the best'playing and most 
realistic rally games in Mobil I 
Rally Championship , 


The race environments themselves are simply the most realistic yet seen in the 
genre, with incredible attention to roadside detail, texture variety, and lighting. Track 
variety, however, is one of the game's rougher points, since it's very subtle; obviously 
a sacrifice made in lieu of realism. 

Two areas where EA could have really improved the game are in the arcade 
mode's opponent Al, and your copilot's voice commands, which are very subdued. 
Admittedly, the main challenge of a rally sim is in beating the best course time and 

not other drivers, but they could have been more than simple 
roiling roadblocks" and really put up a challenge. 

Overall, this is a sterling first effort for EA in the 
rally sim category, and one game that any rally 
racing fan will enjoy playing. It certainly 
won't dethrone McRae, but it's a solid 
second in our book. 


1 ; This Hyundai is one sweet, swift ride, 
which explains all those speeding tickets 
we've been getting... 


◄ That's right, folks! It not only 
plays poorly, but it looks like 
this! Aah! My eyes... my eyes! 


THE MIGHT AND MAGIC SERIES LOSES ITS MAGIC 


oming on the heels (make that wheels) of Sony's mightily impressive Colin 
McRae Rally, the first true rally simulation from EA might not have the same 
dizzying array of modes and car tuning — or the most varied courses — but it's still 
one of the best you've ever played. 

Mobil 1 Rally Championship does an admirable job in the gameplay category — 
it simply feels great to play. The difference in handling between its cars isn't as 
striking as in other games, but the recreation of varying traction on different road 
surfaces is superbly handled, as it the rocking and bouncing of your car's suspen¬ 
sion. Toss in one of the best in-car perspectives you've ever seen (complete with 
three-speed, working windshield wipers), and you'd swear you were behind the 
wheei of a honest-to-goodness rally car. Actual car tuning is basic at best, but it gets 
the job done. 


Crusaders Df Might And Magic Mobil I Rally Championship 
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EA'S FIRST TRIE RALLY SIM IS A BLAST 
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▼ Many visual glitches 


W Slowdown shows up often 
r Poor control and handling i 
W NPCs are as dumb as rocks 


THE GAME S APPEAL 


DIFFICULTY 


ARE OFTEN CLEVER 
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GALERIANS, DR. HDW TO USE YDUR HEAD IN A FIGHT 


< Look at all the wonderful vials and pills and 
potions... hey, got an Alka-Sellzer? 


V Rita is a Galerian, created by the supereom 
puter Dorothy. 5he has psychokinetic powers. 


mm 

Ascii 


< A flick of the wrist and 
another bad guy goes down, 
(or is that up?) in flames. 


DEVELOPED 


TYPE Dr BASIE 


Galerians 


ey, if you like the survival horror game genre and you need another hit since 
you finished Dino Crisis, this could be the game for you. You have to 
acknowledge the debt Galerians owes to Capcom and the Resident Evil series, but 
Polygon Magic has gone that extra mile to produce an experience that is innovative, 
immersive and genuinely scary. 

For starters, the lack of conventional weapons instantly makes you seem more 
vulnerable and, despite your amazing psychic abilities, this feeling remains with you 
for the entire game. One nice touch with your psychic weapons is that it's not ’all 
or nothing 1 : when 'recharging' your powers, you can wait for a full charge to pull off 
a one-shot kill, or use quick blasts to knock the bad guys off their feet, giving you 
time to charge up again. But with the chemicals buzzing around in your system, your 
head is constantly overloading and that effectively imposes a time limit on each level 
because the supply of the calming drug, Delmetor, is in (too) limited supply. You 
soon learn to avoid the various mutated bad guys in order to avoid fighting {which 
accelerates your mental breakdown) and conserve the happy juice. 

Rion's 'psychic scanning' is very cool, and saves you wasting a lot of time wan¬ 
dering around looking for keys, doors, etc, as it basically shows you where you need 
to go next. So, along with the onscreen map, you shouldn't get lost too often — 
despite the very similar look of rooms on certain levels making navigation harder 
than it should be. 

There are a few problems, however. Enemy Al isn’t too good. Guards don't 
follow you through doors and they often ignore a commotion going on at the other 
end of a corridor (not in their job description?). The game camera, too, is very bad. 
It presents you with ridiculous views sometimes, where Rion is way off in the 
distance, even hidden behind objects, making it tremendously difficult to orient 
yourself in battle. 

In spite of this, though, Galerians is a very absorbing game, with an intriguing 

story line that slowly, but surely draws you into the mystery and 
chilling events that reinforce the horror with plenty of blood¬ 
letting, Rion's plight is heart wrenching, when you think 
about it, and this encourages you to follow the game 
through to the end. 


A You can never have too 
many two-headed monkeys. 


Fighting is tricky with this kind of camera shot! 


is Lilia. She's on the run and 
needs your help. 


Ah imaginative take on the genre. 
Genuinely creepy in places. 


V The dodgy game camera makes 
▼ Finding items is hit dr miss ani 
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< As if millions and millions of 
evil minions weren't enough, 
sometimes Death himself comes 
stalking you. 
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ell, as anyone who's been gaming for a while will tell you, a long time ago 
there was this game called Gauntlet which had you wandering through 
maze-like dungeons, battling hordes of skeletons, bugs and rats. They'd also tel! 
you that the game was fun. Then, a couple years ago, Midway released a new ver¬ 
sion for the arcade called Gauntlet Legends. This version featured 3D characters 
and environments, plus lots of other cool things. This new version was also fun. 
Now, Midway has ported the arcade version to the PlayStation and, while it's not as 
pretty as the coin-op, it's also lots of fun. 

Midway has added lots of extras: nine customizable characters, four PlayStation- 
only levels, three entirely new game worlds and over 30 types of vicious creatures 
for you to slay. You'll do a lot of hacking and slashing here. While there are some 
very clever puzzles to solve, the main focus is on death and destruction and magic 


spells. You can play by yourself or explore the dungeons with a friend. As you battle 
your way through the game, your character will gain strength, riches and experience, 
ail of which will be needed to defeat the bosses — these guys don't die easily! 

There are a few negative points to the game, which should be mentioned. At 
most, there are only 20 + hours of gamepiay here; a seasoned gamer should fly 
through this one in no time at all. Some of the levels are extremely dark, making nav¬ 
igation a bit difficult. And let's face it... you can only hack and slash hordes of ene¬ 
mies for a while before it becomes a bit repetitious. But even with these bad points, 
Gauntlet Legends is still fun. 

So if you're looking for some fast-paced, heart-pounding action to wile away a 
boring afternoon, get yourself a copy of Gauntlet Legends, strap on your armor, and 
start kicking some evil ass. And yes, you will have fun. 
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Runabout 2 

WE'VE SEEN IT ALL BEFORE.. AND BETTER 



fter starting out with a semi-solid premise, Runabout 2 fails to live up to its 
potential. Playing a mercenary of some sort (the plot is painfully vague), 
players drive around in a variety of vehicles attempting to avoid traffic and complete 
different mission objectives which range from simple point A to point B runs to mad 
dashes through the city. Sound familiar yet? 

Yep, the entire game feels like Driver ; except not nearly as polished. Most of the 
missions pit the player against the clock rather than the police or enemies, which 
takes a great deal of the thrill out of being a criminal. Likewise, there is no real dan¬ 
ger of wrecking the various vehicles. Even the motorcycle can plow haphazardly 
through a few buses before showing any real wear and tear. 

Adding to the rough feel of the game is a graphics engine that is dated and ugly. 
Draw-in rates are horrible, vehicles stick to walls and Al cars don't have head or tail- 
lights, making night driving all but impossible. Each of the six environments looks 
like a quickly constructed Hollywood set rather than the city it is supposed to repre¬ 
sent — players can expect to see the same neon signs and randomly scattered 
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1ST MONTH 
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< This bike doesn't just acceler¬ 
ate quickly, it will also drive 
straight through two or three 
trucks without a scratch! 



obstacles every other block or so. 

Perhaps most upsetting are the instructions given before each level. Vague and 
highhanded, the instructions seem to assume players know the area already or can 
stop and ask for directions. There is a quick glance at an overhead map in the begin¬ 
ning, but after that only a small heads-up display 

the immediate 
since if you can 
generic the game 
fun to be had just 
I around town. 


If a car has head¬ 
lights, that means 
you can drive it. 
How's that for 
detail, huh? 
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TYPE OF SANE 


Skateboarding 
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4 While there have been a 
ton of new tricks added, you 
can't link them together as 
well as you can in Tony Hawk 
Pro Skater. 


PUBLISHER 


CAN EA BEAT THE CURRENT SKATEBOARDING CHAMP? 



A The Pool Duel allows you to take on a friend and see who can smash the most boxes in a set amount 
of time. It sounds basic, but will test every bit of your skating skills. 
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he once-shallow skateboarding genre has quickly filled up with titles over 
the past six months. We've seen Street Sk8er, Thrasher: Skate & Destroy 
and Tony Hawk's Pro Skater. Now, the sequels are starting to show up and the 
first one out on the half-pipe is none other than Street Sk8er2. 

Building upon the success of the original, SS2 is all about improvements. 
There's more tricks, new environments, cooler skaters, improved controls 
and better two-player modes. Sure, that all sounds good, but how does the 
game compete with the best the genre has to offer? 

When compared directly to Tony Hawk Pro Skater, SS2 comes out ahead 
in a few points, but behind in others. The major difference between the two 
games is the size of the skating environments. The ones in SS2 are generally 
much larger and feature a greater quantity of ramps, rails and levels for you to 
skate on. You can sometimes be skating forward in a level for a good minute and 
still not reach the end of it. Yeah, the levels are that large! Pro Skater's levels may 
be smaller, but they do have the advantage of showcasing a larger variety of items 


a You can create your own skatepark, save it to a 
memory card and take it over to a friend's house. What 
a great feature to include in a game like this. 


If you 

mess up a trick, the game 


to skate on. So, what's most important to you? A larger selection of things to skate 

on or a larger variety of things to skate on? Another neat thing about SS2 is that if ^oukTh a v egotten^V^y our 
you feel you can design a better area to skate in, you can. The developers were total score. That makes 

smart enough to throw in a mode that allows you to design your own skatepark. difficu,t lrick# more 

Granted, the mode is a bit limited, but there's currently nothing 
else like it on the market. 

On the graphics front, Pro Skater takes the slight lead. The 
skater models are more detailed, as are the environments. 

However, SS2 leans more towards a colorful and vibrant design 
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► Extreme athlete or just 
another slacker? With that 
outfit, who can tell? 


theme, so a lot of gamers may find it more visually attractive. It 
just has that neat arcadey look 
to it — a look that goes hand-in- 
hand with the game's simplistic 
controls. While Pro Skater was 
pretty straightforward to get 
into, SS2 is even more so. 

Execution of tricks is a breeze and there's a lot less 
chance of you bailing during an intricate combo. 

For newbies, a one-button trick mode has also 
been included, which allows you to pull off 
higher-end tricks with simple button presses. 

In the end, if you're interested in creating 
your own skateparks and prefer grinding through 
huge ievels, then Street Sk8er 2 is definitely for you. It 
doesn't quite provide the same overall challenge, level 
variety or number of combos that Pro Skater does, but 
it's actually easier to get into. And when you're trying to 
bring skateboarding into the mainstream, that's cer¬ 
tainly a good thing. So, while Tony Hawk still reigns 
supreme as the ultimate skateboarding title, SS2 


► While they aren't 
based on real people, 
the characters in 552 
have their own distinct 
personalities and spe¬ 
cial abilities. They can 
also be made better 
as you play the 
game more. 
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T The music, while pleasant, isn't the greatest 


G YOUR OWN £ 
OF SKATERS AND 


does manage to 
impress the fans. 


pull off enough new tricks to 





























































































































s more 


-7‘V^S 


missions 


you wont be able to tear 


action so mten 
yourself away. Bat 


••jV-jjj 






ViK nAffno^ J“ or jij 
1IX-7T! t xi i™ 


Bandai America Incorporated, 
ayStation logos are registered 
Jand.ai America Incorporated. 
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Strategy 


Front Mission 3 


Square 


*5 In q worst case scenario, you 
can eject from your mech and 
try to steal another one. 


LEARN THE STRATEGY BEHIND MECH COMBAT 


he Front Mission series has long been popular in Japan and is now finally 
making its trek over to the U.S. Set in the year 2112, Front Mission 3 fol¬ 
lows the life of a young test pilot named Kazuki Takemura. During a routine delivery 
of newly created Panzers (mechs) to the base of the Japanese Defense Force, he 
and a friend witness an immense explosion. Following the event, Kazuki learns that 
his sister, Alisa, has mysteriously disappeared from the base without a trace. Now, 
with the help of his friend and a rebel scientist, he will have to peace together the 
conspiracy behind the explosion and discover the whereabouts of Alisa. 

Unlike a majority of Square's previous titles, FM3 is almost strictly strategy- 
based. There is no real world exploration or "typical Square" RPG features to be 
found, aside from the purchasing and equipping of items, The game takes place on 
numerous grid-based environments, with varying levels of height, while combat is 
turn-based and relies on the careful deployment and positioning of piloted mechs. 
In between the different scenarios (there are around 70 of them), in-game cut- 
scenes lead the gamer though the story. 

Flowever, despite the cinematic charm of these cut-scenes and the strength of 
the background story, FM3 falters in one key area. To be quite blunt, the game 
sometimes doesn't really feel like a game at all, but more like a slightly inter¬ 
active movie. You see, aside from the combat scenarios and the occasional 
equipment/weapons adjustment, there is no real player involvement. You tend 
to just sit there and watch the story reveal itself at its own pace, just like you 
would in a movie theater. Due to this, however, the game is quite easy to get 
into and has a brilliant learning curve. You're never left wondering what to do or 
how to do it. Everything is taught to you in some form or another. 

Combat-based RPG fans who have enjoyed the likes of Kartia and Final 
Fantasy Tactics should have plenty of fun with Front Mission 3. Just don't 
expect to see the same level of character development and environment vari¬ 
ety. There's also the obvious lack of a fantasy setting in favor of a more futur¬ 
istic, science-based one. For the most part, though, this is a well-crafted title and is 
a great place for budding strategy gamers to get their feet wet. Expert gamers, how¬ 
ever, may want to try another pond. 


A. The item/weapons purchase and upgrading 
interface is very clean and easy to understand. 


A Training levels teach you the basics of mech 
control, so anyone can get into the game easily. 


< In the future, 
mech suits can be 
found in any part 
of Japan. They are 
used for combat and 
construction purposes. 


▼ In-game movie 
segments push the 
story along and intro¬ 
duces players to all the 
new characters. 




f 

• ..5 s 




r -5 








a Using terrain elevation to your advantage is very important 
in battles. Head to higher ground as soon as you can. 


« Like in real life, valuable information and reports can be 
found on the web. 
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America’s Software Headquarters 
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www.squaresoft.com 


Published by Square Electronic Arts L.L.C. 


© 1999,2000 Square Co., Ltd. All rights reserved. SQUARE SOFT and the SQUARES0FT logos are 
registered trademarks of Square Co., Ltd. Legend of Mana, Threads of Fate, and Chrono Cross are 
trademarks of Square Co., Ltd. PlayStation and the PlayStation logos are registered trademarks of Sony 
Computer Entertainment tnc. The ratings icon is a trademark of the Interactive Digital Software Association. 

Music CDs will be distributed when each respective video game title is purchased from participating 
retailers. Summer of Adventure 2000 Knapsacks v/ill be mailed to qualified recipients no later than 
September 30,2000, Quantities for all Summer of Adventure 2000 merchandise are limited. Offer good 
while supplies last. Sony Computer Entertainment America Inc. takes no responsibility for this offer. 
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■4 We give the PS2 the thorough 
probing its snooty ass deserves. 
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here's what we thin 




eah baby, this is what it's all about! 

| Giant freakin' features like this is 
why we get up in the morning, 
especially where P!ayStation2 is concerned. Call 
us crazy, but we're still buzzing from finally getting 
our PS2s, so every screen we took was a joy. 


this stuff is hands-on , so you know we're talking 
from experience, instead of talking out of our ass 


These are the games that we've managed to 
get our mitts on. Some of these games were 
only demos, but we still give our two cents. 


System Configuration 

* Screen Size 
3 Pull • 


These are some of the top games in develop 
ment. We've even got a few bona-fide exclu 
sive first-looks in there, so check 'em out! 


m m m e thought you would find it interesting H we 
rated each of the PS2 games that we've gotten 
a chance to try out. However, please keep in mind that 
these scores are based only on our first impressions, 
and our opinions could dramatically change when we 
play final versions of the games. Just keep that in mind! 


+ The cars all move when I steer them 
i Well over three fighters to choose from! 

+ 131056 girls got a whole lotta shakin' goin' on! 


I hate how you automatically blow up every 10 seconds 
70 hours of gameplay, but no save points! 

Valkyrie Wilde is still the best game we've ever seen 
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Ihe game moves at a 
constant 60 frames per 
second, which makes for 
one fast, smooth ride. 
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If you can beat the best 
times in ihe Time Attack 
mode, you can challenge 
the previous record hold¬ 
er to a duel for his car. 


car you choose, 
your speedome¬ 
ter looks different 
— a nice touch. 


Do these cars look 
sweet or what? 
The back wind¬ 
shield even reflects 
the background. 
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Developer: Name 


Available (Japan): IM 


e: Arcade Racin 


adds a bit of variety to 
ith recycling its courses 


worse, there's no quick reference way to keep 
track of which cars you've cleared the game 
with, or which Gran Prix you've beaten. This type 
of thing makes it frustrating when you're trying 
to clear everything in the game. 

Overall though, RRV is easily the best-looking 
racer ever, and it's also one of the best playing — 
there just isn't too much depth. With more time, 
Namco could've made it the best racer ever. As 
it is, it's a great early showpiece for the system, 
but the fun only lasts so long. 
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+ The graphics are sweeet! 

+ Fast, fun arcade control 

+ Great presentation — I want to live in Ridge City! 

■ I miss the wide variety of tracks in R4 
- There's some background pop-in — a no-no for PS2 

Cl 

Critical information should've been listed more clearly 


Now you can also earn new engines as well as 
cars. Keep winning and you'll earn multiple engines 
for each car, taking you to dizzying speeds. 


Choosing a car has never been this difficult — they 
all look so good! You can spend hours just drooling 
over them, as they spin tn full 3D glory. 
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The presentation in this game is incredible! 
whole game is set in "Ridge City", which 




cool how they present the music as playing from 
"Ridge City FM", complete with a DJ! 
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for the different 


▲ Before each race/ you're treated 
to this sweet-looking screen, 
where you get all the info you'll 
need for the heat ahead. 
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The true beauty of this game is in the details. 
In classic Ridge Racer fashion, the backgrounds 
come alive with helicopters, trains, and so on. 


While fans were initially miffed that Reiko 
Nagase, Namco's former race girl, had been 
replaced, we can't imagine them arguing now. 
Ai Fukami is 


hot mamma-jam ma. 
Unfortunately, so far we've only seen her 
appear in the opening intro, with a couple 
cameos on menu screens. That just ain't 
enough — we want more Fukami! 


Before the race, Namco shows off with fly¬ 
bys of the course. No matter what angle you 
view them from, die courses are amazing. 


mention how 
good these cars to 


Of course the first-person view is also back, 
and it really gives you an incredible feeling of 
speed. But you can't see your beautiful carl 


START BUTTON t (TJO T 


RANK 


▲ Can you believe that we've finally got 
a system capable of rendering so many 
sexy curves in real time? 






< Unfortunately, 
outside of the 
cooi-a5-he(l 


about all you'll 
see of Ai in the 
game. It still 
pretty damn 
cool, though. 




The Replay Mode is every bit as 
you'd expect, and you can even ch 
ferent camera anqles on the fly. 


Recognize this stretch of road? Many elements from 
Racer tracks have been redone in full PS2 glory! 
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The EX series has always been a bit 
strange because some characters have 
weapons, while others don't. I've 
never really agreed with it, but it cer¬ 
tainly doesn't take long to get used to. 


he EX series of games hasn't received much 
acclaim in the U.S., but things might be about 
to change. With Street Fighter EX3 t Arika is 
finally coming to grips with 3D, and managed to improve 
upon a lot of the problems found in the first two games. 

Those of you who have played the previous EX titles will 
feel right at home here, as the basic game hasn't changed 
much. There's just a lot more eye candy floating around the 
screen and the characters are much larger. Also, the respon¬ 
siveness of the game has been improved by quite a bit, so 
there isn’t that much of a lag between Inputting a command 
and seeing it preformed on-screen. It's isn't quite Alpha 3, but 
it’s getting there. 

As with several other titles in the PS2's launch library, EX3 

appears just a little bit rushed. Slowdown tends to rear its 

: • 

ugly head whenever there are more than three characters on¬ 
screen at a time. It also randomly appears during the most 
unpredictable moments in the game — you can't ever really 
tell when it might show up. Also, graphically, the game could 
have been a lot better. Considering the power of the PS2, the 
backgrounds should have featured more detail and charac¬ 
ters should have had higher poly counts. What's here is ade¬ 
quate, but there's no way that this game can compete with 
the likes of Tekken Tag Tournament or D0A2. 

Fortunately, Capcom should have plenty of time to fix 
some of these problems long before the PS2's U.S. launch. I 
can deal with the graphics issues, but the slowdown has got yef 
to go. The balance between the characters could be we 
tweaked a little, as some of them just can't compete 
that well with the others. Those things aside, how- a a 
ever, this is a very solid fighting game and should aT % 
greatly compliment the U.S. PS2 launch this Fall. • 

And with the waning popularity of the Street t 

Fighter series, it's certainly nice xo see a title that *■ 
just might rejuvenate things a bit. J UHKS J • 
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+ It plays fast and sharp, just like Street Fighter should 
+ The new tag and four-player battle features rock 
+ Man, I still love those classic SF characters 


Original Moa 
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Some of the characters are a bit underpowered. 
... and some are just bland, and don't fit in at all 
What? Slow-down on PS2? C'mon, guys... 


With the PlayStation2, you're going to see a lot more time 
spent on special effects and! creative uses of lighting. 
Virtually every game is going to make you say "Wow! That 
looks cool." Here’s some of the prettier moments in EX3... 




Stephen Frost 


While the backgrounds 
look great, they don't seem to 
belong in the Street Fighter 
universe. Capcom should have 
just taken the classic 2D back 
grounds and made them 3D. 






Ryu's classic Super Hadoken A Executing a tag-team attack 
eball looks even better on the awards you with barrage after bar* 
2. You can't beat the beautiful rage of flashes and explosions cou- 
plosion coupled with the light pled with surreal colors that swirl 
at it casts on the characters. around in the background. 


▲ Even the standard punches and 
kicks look impressive, because 
you always get that neat-looking 
explosion that normally only appears 
in Tekken games. 


com 


Developer: Arika 


Available (Japan): Now 
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It seems that all of the initial PS2 
fighting games will feature some 


Street Fighter EX3 is no differ- 
ent. After selecting the two char- 
acters you want to play with, you 
can call in your partner at any 


ft. When you feel that your health is getting dangerously low, just call in a fresh team member to take over. If your power bar is 
enough, you can also pull off team attacks, which result in crazy flashing special effects that could very well melt your eyes. 































































m-R y znna 

HTTF://uuuiuu.Dfll LYKflDfIKiCam 













■ ■ , ■■■ * ■ ■■■ I my 




Publisher 


me 


Available (Japan}: Moi 
rpe: Action/Adventure 


# of Players: 1 


irai vers 
ssion hi 
/er. Ana 


Check out how great this grass 
looks! This is already my favorite level 
in the game, and they all look good. 


Really nice graphics, especially the lighting effects 
The tag feature is much deeper than in SFEX3 

'nuff said! 


It's Tekken on PS2 


The are some jaggy lines that need smoothing out 
How do you do that zillion-hit string combo again? 
if you wore out Tekken 3, the tag feature will only last you so long 


pHnmpR 


Notice how smooth and curved the 
folds of clothing are — and they even 
move around when you're hit! 


Publisher: T&E Soft 


Developer: T&E Soft 


Publisher: Koei 


Available (Japan): Mow 


Developer: Koei 


Type: Sports 


Available (Japan): IMow 


■ ne of the first titles to 

release early movies on the 
web, Kessen had us all salivating. 
Kessen continues Koei's line of 
wargames set during significant peri¬ 
ods of Japan's history. 

One of the best features is the 
ability to zoom the camera right 
down to the hand-to-hand combat on 
the field. The effect really involves 
you in the battles and, while a lot of 
the animation looks very stiff, it's 
kinda cool to see stuff that close up. 

You can’t help but be impressed 
with this game. There’s a huge array 
of troop, weapon, attack types and a 
strong story line (set during the 
Tokugawa period) to bind it together. 


fjj esponsible for the patchy and 
utilitarian Augusta Masters on 
N64 and Jun C/ass/con PS, T&E Soft has 
a questionable golfing heritage at best. Its 
PS2 debut, Golf Paradise, will be looking 
to up the ante a bit, but early play reveals 
there is some work to do with the frame 
rate — the demo was a tad choppy. 

You select from seven playable char¬ 
acters and, as you progress, your skill 
parameters increase. The course con¬ 
struction mode offers up seven course 
types (from Links, to forest, to lakeside) at 
four difficulty levels and hole settings, 
including par, elevation, number of 
bunkers, wind strength, depth of rough, 
and quality of fairway, With dynamic 
weather that changes from clear to 
cloudy to rain (along with seriously- 
reduced visibility) and an active 
gallery, Golf Paradise could turn out 
to be a very decent golf game, par¬ 
ticularly if they fix the frame-rate 
and include all the proposed ten 
different game play modes. 


The caddy is recommending a 5-iron out 
of the rough. Here goes nothing. 


A Attacks are both vicious and tasty 
looking (but who would have guessed 
Japanese warriors had green blood?) 




Max Everingham 


Has a comprehensive 'make your own course’ feature 
+ A good array of courses, each with their own challenges 
+ Lots of different play modes are in the works 


+ There’s so much going on — and it looks great! 
+ Great blending of story and action 


▲ This is the interface for 
selecting your attack and 
deciding who gets to enjoy it* 
The yellow marker indicates 
an enemy commander. 


The frame-rate is poor at this early stage 
The characters are okay, but generic-looking 


Possibly too many cut scenes? 

Non-Japanese speakers will almost definitely have to 
wait for the U.S. release — it's not a good import 


Max Everingham 
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Easily the most unique aspect of Driving 
Emotion Type-S is its Driver's Eye viewpoint — 
it s unquestionably the ultimate in-car view. You 
can see your hands moving on the wheel (com¬ 


ing on the dash, reflections on the windshield, 
and moving instrumentation. Pius, the interior of 
each car is recreated right down to the slits in its 
air conditioning vents. 


▲ Special effects, such as motion blur and windshield 
reflections, are used to heighten the experience. 


ed, right down to the working gauges 






_ ony held two launch events in Tokyo over the weekend of 

March 4-5, and it was at one of them that we got to take 
Square's first PlayStation2 racer for a spin — literally. 

From the moment I brushed the analog stick going about 30 mph, 
any hope of controlling my sub-compact hatchback flew right out 
the window. I went spinning into a barrier, pulled a few doughnuts 
backing up, and a few more attempting to negotiate the next turn. 
No doubt about it: at least for a first-time player, this is the most 
unforgiving racer ever. 

Compounding things further was a significant delay between mov¬ 
ing the stick and your car actually turning, not to mention the fact that 
accelerating past 40 mph requires grinding your thumb into the X but¬ 
ton to the point of discomfort. Hopefully, the final version will contain a 
mode to adjust analog control across the board. 

The game actually looks really good, with a nice, smooth framerate, 
and the in-car "Driver's Eye 1 ’ mode is simply stunning. You not only see 
your hands on the wheel moving realistically, but dynamic lighting on 
the dash, reflections on the windshield, and natural head movement 
around turns. The courses themselves are a little on the plain side, but 
there are some cool trackside effects (such as fireworks) and the car 
detail is precise. 

Not surprisingly, Square has delayed Driving Emotion by a couple of 
weeks following the public's first chance to play the game. Hopefully 
this is a sign that it has taken player feedback to heart and will correct 
the glaring control issues prior to release. 


Square hopes that Driving Emotion 
will redefine production car racing 
sims, but as of now, the control leaves 
a lot to be desired. 


b torn CM 


the game teatures more than a 
dozen real world sportscars, including 
the likes of Toyota's new MR-S, that 
sport awesome detail. 
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Some of the courses are a bit plain, 
but the nighttime circuit course is 
downright awesome. 


Randy Nelson 


The provincial road course 
boasts lots of tight turns and a gor¬ 
geous particle waterfall. 


The two-player mode 
promises o decent framerate 
with none of the draw-in hid¬ 
ing fog of Ridge Racer V. 


Publisher: Sauaresoft 


Developer: Escape 


Available (Japan) 


Now 


Type: Racinq Simulation 


+ Super-realistic in-car view 
+ Nicely modeled cars, and a good selection of them 
+ Some cool track effects, such as waterfalls and fireworks 


It's nearly impossible to control your car in turns 
Accelerating to top speed is murder on your thumb 
For the most part, the courses are very sparsely detailed 


Great atten¬ 
tion has been paid 
to the game's spe¬ 
cial effects, includ¬ 
ing some of the best 
headlights ever* 
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Publisher: EA Squ 


Developer: EA 


Release Pat e (Japan): April 
Release Date (USA): Fall 




Ty pe: Snowboarding 


# of players: 1-2 


Eyecandy, eyecandy, eyecandy. That's what %| 
SSX is all about. There isn't any shortage of cool 
lighting or particle effects to speak of, and it all just 
adds to the great atmosphere of the game. 
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Races take place at various times 
of the day, so you'll see different 
lighting effects on the courses* As 


ithout a doubt, EA is putting a lot of 


far as we're concerned/ dusk is by 
far the best snowboarding time. 


Some of them, like Snowboard 
SuperX (SSX}, have been in development for over 
two years and it shows. Based on the sport of 
boardercross, SSX is an attempt to capture the 
thrill and challenge of downhill snowboarding, but 
in an arcade-stvle game. 


The characters vary in size 
and ability and feature dif¬ 
ferent kinds of riding styles. 
Some are good at picking 
up speed/ while others can 
perform tricks more easily* 
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months away, SSX shows great promise and 
potential. The early version we played had its 


two key things were present: beautiful graphics 
and a high framerate. The game plays quite 
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runs at a near-constant 60tps [the standard tor pret 
ty much any PS2 title). There's also plenty of eye 






numerous jumps 




■4 You can often 
see miles ahead 
when making a 
major jump like 
this. The music 
also fades out 
like you're leav¬ 
ing the ground 
far behind, mak¬ 
ing each jump 
spectacular. 


■ >i . ■ 




down. At the height of the jump, the background 
lights kicked in and a barrage of fireworks explod¬ 
ed in the air. We were impressed, to say the least. 

After taking the controls ourselves, we were 
surprised at how intuitive 


■ 

AS . 


were, bure, 
improvements are still being made, but the game 
was really easy to get into. As a comparison, SSX 
plays similar to the Cool Boarders series, but 
there's been a lot more time spent on the 

sensation of speed and the overall _ — 

course designs. Everything's » 

been taken to that next- 4^' 

generation level. And '|m ^ 
since there wasn't any 
pressure to get the 

game finished for the / ■ —'-O' 


▲ Particle-based snow gets kicked up anytime you 
carve your board or make a jump. And, unlike in 
other games, snow really does feel like snow, and 
not ice. You can really sink down in the powder. 
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You've 
got the high 
po^ygoncH 

^ not 

snowboard- there are Iots < 
* 

ing game ^ &rs j Q choose frorr 
really need? developers have p 


While the game 
isn't really com¬ 
bat-based, you 
V can push over 
other snow- 
\ boarders 
V who hap* 
/r* \ pen to be 
l- 1 near you. 
: ^Ka 1 Just 

I remember 
A that they 
K; y i can do 
the same 
to you. 
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effort into making each 
them unique. They all h 
die very differently. 


SHI 
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Stephen Frost 
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At this early stage, there are a few rough edges 
Many of the game's features weren't in yet for us to judge 
This game will rock — our final score could be even higher 
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ne of several such discs handed out at 

D -.. ■ • ...., ' •' - ■■ ; ; ; ...y ■ • ■ ■ 

| PlayStation Festival 2000, the playable sampler 

. : of Gran Turismo 2000 is limited to one car. one 

. 

course, and a 90-second time limit As it stands, the game is 
more or less a one-to-one conversion of Gran Turismo 2 in 
terms of options and control, so fans of the first two games 
will know what to expect in that department. The analog 
acceleration in the demo was a little unforgiving; you really 
had to grind the button to go at top speed, so there'll hope¬ 
fully be an option to adjust this in the final version. 

In terms of the visual treatment, there's absolutely no 
mistaking that this is a PS2 game. The car models them¬ 
selves are probably the best I've ever seen in terms of over¬ 
all detail, although it still bugs me that the windows aren’t 
transparent. Some of the new special effects are absolutely 
mind-boggling, especially the slowly dissipating tire smoke 
and the sun that peeks out behind clouds and buildings — it's 
far more realistic than lens flare ever was. On the downside, 
the environments still leave a lot to be desired, looking like 
better-textured versions of those in GT2 t with two-polygon 
trees and totally flat buildings. Thankfully, there's absolutely 
no slowdown or draw-in to be seen, which really helps the 
overall racing experience. 

In the end, the demo left me eager for what will surely be 
a faster and significantly prettier version of a game I’ve come 
to know and love on PlayStation, albeit with little else to offer 
GT veterans in terms of actual gameplay advancements. 


Full-motion background video gives 
a cool/ polished touch to the presenta¬ 
tion of the game's menus. 


There are still the same number of competitors on track of once 
but there's absolutely no draw-in or slowdown. 






The new lighting effects really help 
pump up the game's realism level — in 
some instances, you'll be rubbing your 
eyes in disbelief! 


i 
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Randy Nelson 


The cars and special effects 
have obviously received the 
most attention — the back¬ 
grounds, on the other hand, 
aren't as vastly improved. 


The replays look better than ever, and really give you a 
chance to appreciate the amazing level of detail on your car. 


The Gran Turismo 
series is known for awe¬ 
some car physics, and 
this PS2 upgrade surely 
won't disappoint. 


Spinning your tires causes incredibly 
realistic smoke to waft up and gently 
dissipate in the breeze. 


Racing from inside 
the car delivers seat-of- 
your-pants thrills, but 
you miss out on the 
ultra-cool car models. 


Publisher 


Available (Japan): Sprin 


# of Players: 1-2 


l he bran lurismo senes 
is already at the head of 
the pack when it comes 
to gameplay realism, so 
Sony's next obvious step 
was increasing visual real¬ 
ism. GT2000 1 s arsenal of 
unique special effects, 
such as drifting tire 
smoke and realistic 
beams of sunlight, goes a 
long way toward that end. 


Insanely detailed car models 

Beautiful reflections, smoke, and realistic sunlight effects 

Constant 60 frames per second and no draw-in 




Environment detail hasn't improved vastly over GT2 
The gameplay and car roster will likely stay unchanged 
Hopefully, the analog gas sensitivity can be adjusted 


A new heat wave effect is called 
into action during replays that really 
enhances the realism factor. 


Forget lens flare — iji MJVV takes a 
more realistic route, thanks to its 
beautifully rendered sunlight effects. 
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Publisher; from Software 
Developer: From Software 
Available (Japan): Wow 
Type: 1st Person Action/RPG 
# of Players: T - '. M:' ; 

# of Discs: 1 


Developer: Sony CEI 


Available (Japan): Mo 




here's no doubting that 
Fantavision is a unique puz¬ 
zle game, not to mention an awe¬ 
inspiring one to watch. Play it, how¬ 
ever, and it starts to become repeti¬ 
tive and frenzied far too quickly, 
resulting in an experience that's 
unfortunately more rewarding to 
watch than it is to be a part of. 

Don't get me wrong — the 
fireworks really show off the PS2's 
particle effect capabilities, which are 
tops. Unfortunately though, the 
gameplay just doesn't scream "next 
generation" in any way or sense, 


r he first thing you notice about 

► ' r : if-j] ‘.ex 

this game is how incredibly 
slow-moving it is. The pace picks up 
after beating the first boss, which earns 
you the ability to run, but it takes an 
eternity to actually track the guy down 
(at least it seems that long when you're 
walking so slow). 

Some of the monsters look okay, 
and there are times when you spot a 
nice environment that really makes you 
want to like this game. But the fact is, if 
we weren't still buzzing from the excite¬ 
ment of the PS2's launch, we wouldn't 
give this game much of a second look. 


Monsters run right up to you, then slow¬ 
ly wind up an attack while you pummel 
them with the circle button — yawn. 


Randy Nelson 


+ Beautiful particle explosion effects 
+ Weather effects and viewpoint options in the replay 
+ The game is actually a very unique concept 


+ It moves at 60 frames per second 
+ The monsters and environments are...adequate 
+ ft looks better than it would have on PS1 


In between the dungeon crawls 
(and I do mean crawl}, you'll come 
across sparsely populated towns, 
with a few chances for conversation. 


▲ One you've finished a 
level, you can replay it, 
changing the camera view¬ 
point and weather effects. 


:!e games 


Yooouuu mooove sooo slooowww... 

Fighting is boring, especially with your sword 
Can't,., fight... sleep.zzzzz... 


More fun to watch than p! 


Publisher: Frdm Software 


vaila 


nice elements 
this waterfall, 


HI | e've only had a chance to play a brief demo disc of this game, but we were 
still left fairly underwhelmed. As a huge Zelda fan, I'm pretty stoked at the 
idea of playing a similar action/adventure style game on my PS2, but this ain't it. 

My biggest complaint is that it's just plain hard to get around. While you're run¬ 
ning, everything's fine, but doing that drains your energy, and then you have to walk 

until it refills. You're constantlyiilli^f^ "" .|j|||| . 

you get to run again, and so on. it's like a dull knife through the brain. 

The graphics actually look pretty good, albeit a little plain. The grass is nice, and 
the character is fairly smooth and well-rounded. Later levels include cool rain and 
wind effects, which look awesome. Casting spells look especially nice, with blue 

lights spiraling all around. 

| ” ” 3 BTT ‘ " “ ‘ |\ Only time will tell if 

Evefgi&cei 
shaped up into a real 
winner; but I have to 
say that playing: the 
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i is more like iff The grass 
ig, and the wasp monster 
menacing than the pink bit 


+ Nice graphics; pretty environments 

+ There seem to be lots of cool spells and items 

+ It's always nice to run around at 60 frames per second 


expectations. 


Why can't I just run as much as I want? 

There weren't very many enemies (at least in the demo) 

IMo jump button — in this type of game. I'm constantly wanting to jump 


gamers will: ten the 
developers what to fix 






There are some very nice li 
effects going on, but you hardly 
them while you're busy chopping 
these disturbing walnut monsters 


Run, it's an S&M Big Bird! At first 
glance, goofy monsters like this seem out 
of place in such a serious, moody setting. 
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very few years, a game comes 
along that makes a unique impact 
on its genre. And often, with that 

on allluture 


We catch Goldberg during one of his 
pondering moments. He's actually a very 
sensitive man, whenever he's not beating 
up someone or smashing cars. 


impact, becomes a 


ferent, but the end result is the 
same. And that's what this 
game is all about. It's taking 
the player out of the setting 
they're used to and putting 
them into new environments 
with more possibilities. 

Now, the challenge for the 


you re reading tnis, you re prooaoiy wondering now % 
wrestling game could ever make that much of a dif¬ 
ference. They're basically all the same, right? Wrong 


■ , .-Jv- 
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other wrestling titles out there is the fact that it won't 
feature a ring. Yup, you heard us right. The game won't 
have a wrestling ring in it. Now, before you start running 


arena feel, despite 


means. Just because there isn't a ring, doesn't mean outside. The first step was to make sure the crowd was 

that WCW2K isn't a wrestling game. At its core, it's very involved. As we all know, crowds play a major role in 

much a wrestling game. It just approaches the genre wrestling — they add to the overall excitement. And 

from a different angle. You'll still be able to perform all of that's why you won't find an area in this game that does- 

your favorite ring moves and finishers — you just won't n't have a huge crowd of people cheering and booing, 

be doing them in the confines of the squared circle. For The next step, as they like to say, is in the details, 

example, instead of throwing someone into the ropes In order for this whole no-ring idea to work, WCW2K 
and have them bounce back at you, you'll be throw will have to include some very believable and interest- 

them into some tires and have them bounce back at ing em 
_--- rooms 
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on the walls. 

.. • . Here's an aerial view of one of the game's five 

0 De interact- main environments. Notice how many things 

screenshots y° u/| J be able to intern 

and talking with the developers, that seems to be the * 9hling areas can 9et * 
case. Backgrounds aren't the only things that are getting 
the PlayStation2 treatment, though. The wrestlers, 1 
themselves, are going to sport an uncanny amount of | 
detail. Thanks to an extremely high polygon count 1 
(7500), and a new process called cyberscanning, each § 
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parts. They'll even sweat! 




Not only do they have to make a high-quality wrestling 
title, but they also have to convince all the hardcore 


M experience is. Here's hoping they succeed 


cacti ot the objects in this screenshot is put there tor a rea¬ 
son. You can interact in some way with everything you see 
from fighting on the truck to picking up the nearby tires. 


V- .\J.7r \rj j i.; ^ M : 


feature raised levels to fight oh. Nothing beats 
diving off an elevated platform and hitting 


Stephen Frost 


As developers come to grips with the PS2 hardware, we'll start to see 
more and more realistic-looking characters. Eventually, the line 




2000 is a good starting example of this, as it will feature 
some of the most detailed characters to ever appear in a 




features an impressively high polygon 
count and detailed textures, it is by 
no means the best representation 
of what the final character will 
look like. EA will still have 
plenty of time to improve the 
detail in the body, such as the 
muscles and fingers. 


gons, which allows tne developers to add little det 
that will enhance the overall game. You'll see 
sweat, moving hair and realistic lighting, along 


The crowd has always been ai 
of wrestling, so this game will 
spotlight. There's going to be a 
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WRECKERS 




m 


> Baseball Bat 
;? TV Set 


► Boiler Room ► Ticket Office 

► Parking Deck ► Parking lot 

er room 


► Taser 

► VCR 


As of the moment this issue went to press, this is the latest list of the 
weapons and environments you'll end up seeing in the finished game. 
Obviously, there might be changes over the netft-few months, but this should 
give you a good idea of what to expect in the final game. 


► Bathroom 


1 ■ 


► Kitchen Sink ► Filing cabi 

► Steel Chair ► Mailbox 

► Wooden Crate ► St$ei Pipe 


► Junk Yard 


jsSfe. ' : 
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Wreckers We know what you're 
thinking.,, you've always dreamed of 
wrestling in an auto junkyard. Weil, 
now you'll be able to and relive that 
scene from Superman III. 


the things laying 
around that you 


through one of the 
walls will reveal a 
new area to 
wrestle in. It looks 
like each environ' 
ments will feature 
a "hidden" room 


weapons. Also, if 
you smash up 
the room, you can 
discover hidden 
weapons, like 
lasers, that are 
more powerful* 


Boiler Room We showed what this 
looked like in Its rendered form. It's real 
interesting how close the end product 
will be to this artist conception. 
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Publisher: 


Tina capitalizes on wrestling 
moves in battle, including 
some devastating multi¬ 
part throws that require 


eleased around the same time as 
fZ Tekken 3, the original Dead or 
£. Alive is probably best remem¬ 

bered for its buxom beauties, even though it had 
one of the best fighting engines ever conceived. 
For the sequel on PlayStation2, Tecmo is focus¬ 
ing on taking that fighting engine to the next 
level, while at the same time creating one of — 
if not the — most gorgeous brawlers ever to hit 


DOA2 will be more realis¬ 
tic facial animations dur¬ 
ing its cinemas. 


•: -'vi 
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mg$, 
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fights. The really cool part, however, is the num¬ 
ber of tag-team attacks and combos that can be 
performed. For the PlayStation2 version, Tecmo 


■ 


duke it out simultaneously using a multi-tap. 

environments 


The game's multi-tiered 


tinue the fight. Some stages will even enable 
you to perform different versions of certain 


■■■ Tv'-T 
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your opponent are near them. You can also 
expect a revised countering system and true 
360-degree freedom of movement. 




are more than two dozen new elements, both 
visual and gameplay related, that Tecmo is 


. 

: - • • ■ i* 

» • ■ • • ••••'• 


its March 30 release in Japan. These include 
more realistic eye and facial movement during 
cinemas, a motion blur effect on punches and 
kicks, weather effects (such as a 
blizzard) for some stages, and 


The Tag Battle mode 
lets you switch 
characters without so 
much as a stutter, and 
perform ungodly tag- 
team moves against 
your opponents. 


attack buttons. Exactly how many 
of these will make it into the final 
version is unknown, but the 
game will look better than the 
arcade version no matter what — 
and that's no mean feat. 


Inside this opera 
house, sending your 
opponent through the 
balcony railing causes 
the fight to move to the 
seating area below. 


Randy (Nielson 


improves over the original game is in its 
Wamm unique Danger Zone concept. Most of 
the game's stages have walls or other areas, such 
as force-fields and electrified machinery, that deal 
extra damage to your opponent when they're 
knocked into them. The gloves are off, man! 
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i rhythm game, ev« 
is oddly reminisce 

ike from Gremlins, 


Parappa and Lammy, but with a 
tion look and feel. 


Randy Nelson 
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Both batter and pitcher have the most The camera appears to swing 
amazingly lifelike animations. Here, the around for die best view during 
batter turns to protect his... uh, protect strikes. Note the inset picture show 
himself from the wild pitch. ing baserunners, too. 


All the details are in 


It may only be a 142 kph (38 mph) fastball, but it’s as 
wild as they come! That's what he gets for crowding the plate 
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The game will feature real-time cinemas, such as 
this one depicting hundreds of followers bowing 
before a sinister force. 
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This gorgeous interior features a high¬ 
ly polished floor with reflections, and 
demonstrates an unparalleled level of 
detail in the furnishings. 


Never mind headshots. With internal struc¬ 
tures like these walkways, there's going to 
be a lot of scope for stealthy movement and 
some sneaky footshots. 


e haven't seen a playable version of this game yet, but 
just take a look at the glory of the early screenshots! The 


This hopelessly unaware guard has been 
dropped into the shot (as has the helicopter) to 
show readers whot character detail they can 
expect, but it's all very good looking, nonetheless. 


mity of the levels. Developed along the same lines as the movie, 
but concentrating on the action-oriented segments, TWINE is 
going to be the thinking-person's action game, with several differ 
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left to the player's imagination 




. 




Here's a stark, industrial 
scene, showing off some 
fantastic explosion 
and light effects. 


power needed for success 


Max Everingham 


The game is 
all first per¬ 
son, so this 
is one of the 
cut scenes 
that help to 
advance the 
plot lines. 
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Publisher: Electronic Arts 
Developer: Electronic Arts 
Available (U.S.): Fall 2000 




Type: Action 


SMI 
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sion of this game, but we do have the demo disc from the 
PlayStation festival and the video we've seen looks tremendous. 


has to be in the lighting effects: those rear boosters and missile 
launches have never looked so good! Overall, too, the game will have 
a much crisper look to it — the PlayStation graphics never looked all 
that hot — so it's gonna be a whole easier to spot the incoming! 


There’s still a lot of information on-screen to deal with, but now it's so much dearer than before 


Max Everingham 


The graphics 


throughout 
but environ 
mental effect: 


the game 


asm 


liMm 


Publisher: i'rom 


This rocket launcher shot 
really shows off those lighting 
effects we were talking about* 


Not a playable point of view (wp 
hope!), but this camera angle has your 
mech screaming right at you. Run! 


Type: Action 
# of Play er s: 1-2 
# of Discs: 1 


to the enemy: that slashing blow takes 
tons off your energy meter. 
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Fublis her: Electronic Arts 
Developer: EA Square ' - ; 
i/aileble (Japan): Unknown 
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If the situation demands it, you can 
break off your squad into smaller 


rorists. Most of the time, they won't 
even know what hit them. 




Filter, the game castiglppjS as a well-armed special operative on a one-man mission to 
exterminate (hence the title) a race of insect-like organisms capable of dissolving anything they 
come into contact with. 






In Extermination, it's your heavily armed (and snazzily 
dressed) character versus swarms of flesh**dissolving mutant 
bugs. It's gonna get messy. 

evidently be dM® 
ipK' to control your character dur* 

■' 7 TShf * n 9 Enemas such as this, but 
^ Jg| exactly what you'll be able to 

outcome 


pile up in its wake. There were 


enes ot the nero climbing an icy cult ana running tnrougn a 
futuristic complex, guns blazing, while massive explosions 
went off all around. 

Fujiwara has said that Extermination will be 
different from other action games in that you'll actually 
have some degree of control over your character during 
cinemas, but that element of the game has yet 
to be demonstrated. Looks good, we can't wait! 
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do to change it 
remains a mystery. 
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Randy Nelson 


No detail has been over¬ 
looked in this game, especially 
the ones that will make your 
skin crawl. 


Publisher: S ony C EI 




Destroying crates certainly isn't any¬ 
thing new for action games, but 
thanks to PS2's particle effects, doing it 
has never looked so good. 


Available (Japan): TEA! 

■ l1 i n i f 11 u i » i iH n ■ . . . .. i fcrf.Pi.mhi'. 

Type: Aetion/Adventiire 

# of Players: 1 
# of Discs: 1 
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& kw 


ou!d you wait in 
line 48 hours for 


thousands of 


dream console. It 


Star Wars and a Beaties 
concert roiled up into 


wait, it was a really cool 
scene to be a part of. 


Tokyo police kept ask- 
ing people to break up the 
lines, but nobody budged! 




Fans camped out at the Yomagiwa store in Akihabara 


Game Show is always held). Thousands 
of gamers showed up, eager for their 
first taste of PS2. Many features of the 
system were revealed there for the first 
time, and a good time was had by all. 


g ust a couple ot weeks before 

L . f the PlayStation2 was set to 

debut, Sony held its massive 
PlayStation Festival 2000 exhibition at 
the Makuhai Messe (where the Tokyo 






f Our man Randy 
waited in this 
^nassive line, 
which wrapped 
around the 
entire block! 


the PS2 outside storefronts 


& PS2 shipments arrived by the hour. 



(mm! 
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PlayStation2 doesn't have a traditiona 
power button on the front — instead, 


onds causes the system to go to sleep, 
and pressing it again wakes the system 


red when the PS2 is asleep and green 


button glows blue, and flash* 
the tray is opening and closing 




Wmm 
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There’s no better place for the 
instantly recognizable PlayStation 

he system! 
urned 90 


me logo can 
degrees depern 
dotation you place the system in 
(horizontal or vertical). 




The controller ports on PS2 look identical to 
those on the original PlayStation, although 
there is a more noticeable "dick E when plug¬ 
ging in a pad. The system features two 
built-in ports which can be upped to eight 
by plugging in two PS2 multitaps; Sony like- 




. . V. 

wmm. 


wards-compatibility reasons 




Found on all DV {Digital Video) cameras and 
equipment, the illnk (also known as IEEE 
1394} port is a standard interface for the high- 


hasn't said how the port will play into its plans 
for PiayStation2, but one very probable use 


system. You could upload your home movies to 
a hard disk drive, edit it on-screen, and then 


• " ■■ , >■' ", 


The Memory Card slots on PlayStation2 have 
small doors that swing inward and keep dust 
from getting in when a card isn’t inserted. These 
slots accept both original PS1 memory cards and 
the new 8MB PS2 versions which also use an 

; ■ . . ■ . \ y: ■ ..r- «': kT, ■ 0- »>.>■ • .< • ■ . . ■ « - ' . . j.-t- . 

1 ’*- r . 1 ;vVyii ‘ 

encryption- system called MagicGate that will be 
used to protect sensitive information (such as 
credit card numbers) when PS2 goes online m 
in the future. Note;that the memory cards . wr 
stick out a little further than the con- 
trailer connector, -where they used / 
to be flush on PS 1 . m. 


V,' ; 


PlayStation2 sports two USB (Universal Serial Port) 
connectors identical to those found on most person¬ 
al a! computers. There are currently no PS2 periph- 
eralsthat make use of these high-speed, multi¬ 
purpose interfaces, but some possible can- 
didates are keyboards, mice, digital cam¬ 
eras, printers, and microphones. 
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► Aside from 

DualShock2 label 
the top left side/ 
looks just like a 
regular old PS1 
DualShock. a 
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D f it ain't broke, why fix it? There will 
never be a single control pad that com¬ 
pletely satisfies every game player, but Sony's 
DualShock design is about as close as you 

can get, Sony has even 
enhanced the design for the 
new PS2 version, adding 
K||§|9|^H' analog sensitivity to every 
SBHBHpf button (except Select and 
gHHPJlP Start), plus they've found a 
^HHPKgff way to make it much lighter. 

Even the cross pad is better, 
with a softer touch that makes 
playing fast games like Street Fighter EX3 a 
dream. Now we just need 'em in more colors! 




You don’t actually use this switch to turn 
the PS2 off and on, since it's hard to get 
to. Instead, you set it to the "on" position 
when you set up the system, then use 
the Reset button on the front of the sys¬ 
tem to put it to sleep when you're done. 


Sony has already announced its intentions: 
for this port, which is identical to those 
found on laptop computers. Sometime next 
year, a PC card will bo released that con¬ 
tains a high-speed network interface (for 
broadband cable and DSL internet connec¬ 
tions) arid a "very large capacity" (believed to 


ing files, email, video, games, and more 


The Multi Out port is the same as it is on 


old standard PS1 Multi Out cable will still 
work with PS2, but you shouldn't need it 
since PS2 comes packed with one. 

The Optical Out port is used for con¬ 
necting the PlayStation2 to Dolby Digital 
(AG3) and DTS compatible surround 
spund receivers using an optical digital 
cable, sometimes called a TOSLink 
Cable," This will give you the best sound 
quality possible. If your receiver doesn’t 
support digital surround, or you’re con- 






More so than any other console in history, the 
PS2 will bring together all kinds of different 
media types. Eventually you'll have everything 
from a keyboard and hard drive to a digital cam¬ 
era and camcorder plugged into your game sys¬ 
tem. For now though, we've just got the basics: 


A The bottom of PS2 CD-based 
games are a nice shiny blue. 


A The extra-hard DVD cases look A The 8MB Memory Card won't 
great, and hold Memory Cards! even fit in your old PS1; 
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if at all — but it did. 
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PlaySfation2's boot-up sequence starts out 
with glass blocks floating in space/ with red, 
green, blue,, and pink lights zipping around. 
Some soothing tones play, then the camera 
zooms through the nebula in the middle of the 
screen. Grey blocks appear in the background 
in random patterns that seem to be determined 
by the contents of your memory card. 


Sony Computer Entertainment 
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NO DISC 


SYSTEM SETTINGS 


BROWSER 


2000(03/1:1 
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Browser 

System Configuration 
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0 Enior 


A Version 


From this menu, you can set the 
system clock, select your TV's 
aspect ratio (4:3, Full Screen, or 
16:9), turn the digital audio out¬ 
put on or off, activate component 
video output, and switch the 
menu language between 
Japanese and English. 


Starting the system without 
a disc in the drive takes you 
to the main menu, which 
offers three options: Browser, 
System Settings, and Options. 
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access ail ot the 
that can be inse 
system, from m< 
to music CDs to D 
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MEMORY CARD 


DRIVER OPTIONS 
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Pressing the Triangle button at 
the main menu brings up an 
option screen that not only shows 
you the version of the PS2's hard¬ 
ware and drivers, but also lets 
you speed up PlayStation loading 
times, smooth out PlayStation 
game textures, and perform a 
diagnostic test on the system. 
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There may not have been many I hated the industrial design to 

games to choose from on day one, begin with, but now that the 

but that's commonplace for a machine's sitting there under my 

Japanese launch, and Ridge Racer TV, I've grown to love it! It just 

V is doing a great job of keeping exudes quality. Only RRV and 

me happy until the next round of Kessen really excited me at 

games hit shelves. However, launch, but it's still very early days 

given that expectations were for in game development terms. Sony 

10+ games on day one. I'd have to undoubtedly scored a massive PR 

say that the overall launch wasn't victory — everyone wants a piece 

as monumental as I'd expected, of PS2 — and it's going to be a 

The system was, though — the tremendously tough act to follow, 

design is exceptional, the DVD Plus the U.S. debut is going to be 

playback is top-notch, and the stellar, and we're looking at a long 

whole thing screams next-genera- line of future releases that'll put 

tion. Now that it's here, I’m more these cosmetically entranced 

excited about what the future. early games to shame. 


I love the look of the PS2 a lot 
more after feeitng the heft and 
quality of the unit in my hands. 
Even the menus are cool, and I 
love playing my old PS1 games 
with enhanced graphics. The soft¬ 
ware lineup could've been better, 
but Japanese consoles always 


When I first saw what the PS2 
looked like, I was a bit concerned. 
What was Sony thinking? 
However, as soon as I saw it up- 
close, I fell in love. The console 
has this charm about it, and just 
looks damn cool set up as a tower. 
It's a very well-built piece of 
machinery. As for the games, I 
really enjoyed playing almost all 
of them. Like Chris, RRV and 
SFEX3 stole most of my time, but I 
also managed to learn some new 
moves in Stepping Selection. I felt 
this was a great launch, but only 
because it was in Japan. The U.S. 
one will have to be even better. 


so, I've logged countless hours on 
/?/?!/and SFEX3, and in just a few 
days HI have Tekken Jag and 
Dead or Alive 2 in my hands. In 
rating the launch, I'm comparing it 
only to other Japanese console 
launches. This U.S. launch will be 
a million times better. 






as well as give you some personal insights 
on the console's Japanese launch. We've 
also broken down different aspects of the 
PlayStation2 and rated them based on their 
potential, in order to give you a better idea 
of how it actually fares. For right now, this 


ow that the smoke has 
cleared from the Play- 
Station2s Japanese launch 
and things are a bit more settled, how did 
the console end up doing? Was it every¬ 
thing that we were hoping for? In this sec¬ 
tion, we'll try and answer those questions, 


We've zeroed in on several factors 
which we feel are important about the 
PS2, and rated them on a scale of 1-10. 
These scores are based on our current 
knowledge of the console and its 
games, and may change over time, 


The inclusion of the USB, IEEE1394 Resident Evil, will be agearin|on the 
and PCMCIA slots was another bril- console within the next year, 
liant decision by Sony, as it allows the 
console to grow and expand upon its 

Sony let the Japanese magazines and 
news shows do most of the work for 
it. Sure, there were PS2 banners and 
ads as far as the eyes could see, but 
the hype was mostly generated by 
the media. Needless to say, the hype 
worked and the console sold like wild¬ 
fire... a million units in just three days. 
No other console in history has even 
come close to that number. 


most 


were 


Launch Games: b/10 

White a majority of the initial titles 
were enjoyable, they had their fare share 
of problems. Ridge Racer didn't have 
much depth. Street Fighter EX3 had 
slowdown, etc. Decent games, but they 
were all rushed. 


browse the net, send email and even 
edit home movies, it's all about poten¬ 
tial, and the PS2 has it in spades. 


like a console. However, after getting 
over the initial shock of seeing it in 
person, the PS2's look really starts to 
grow on you. Also, it's quite heavy for 
its size, but everything, from the disc 
tray to the power switch, feels like 
quality. This is a well-built console and 
it comes with one well-built controller. 

In our opinions, the DualShock2 is 
virtually perfect. Sony was able to 
take all the great elements of the first 
DualShock, improve upon them, add 
more features and make the whole 
thing lighter. What more could you 
ask for? The analog buttons and direc¬ 
tional pad were great additions, and 
the increased tension on the twin ana¬ 
log sticks really makes them easier to 
use. The "shock'' motors have also 
been refined and can now reproduce 
a wider and more accurate range of 
vibrations. No longer will developers 
be afraid to take advantage of the 
controller's unique abilities and create 
games like Ape Escape and RC Stunt 
Copter. And that can only be good for 
the gaming community. 


As a standard rule, Japanese console 
launches aren't that great. The num¬ 
ber of launch games is generally very 
limited, and most of them are either 
rushed or just plain bad. While the 
same was basically true of the 
PiayStaiion2's launch, the quality of 
the initial titles was surprisingly good. 
Ridge Racer V t Street Fighter EX and 
Kessen all had their problems, but 
were very fun to play nonetheless. 
Even some of the more basic titles, 
like Stepping Selection and Drum 
Manta, kept our interests for a while. 

The key, however, is to keep a 
constant stream of quality titles com¬ 
ing. Fortunately, Sony seems to be 
doing great in this department. With 
over a hundred developers currently 
working on titles, the PS2 is pretty 
much guaranteed a decent title every 
few weeks. Also, all the big-name 
franchises, like Final Fantasy and 


With Tekken Tag, D0A2 and SSX 
coming out shortly, the PS2’s launch 
library is already improving by quite a bit. 
Those who didn't pick up the console 
at launch, will probably be changing their 
minds shortly._ 


If the long lines on launch day were 
even a minor indication, than the 
PlayStation2's success is pretty much 
assured. However, Sony still has a 
fight on its hands, with Sega's 
Dreamcast console slowly building its 
U.S. user base, and Nintendo's 
Dolphin and Microsoft's X-Box still to 
be released. Our bets are still on 
Sony, as the company is both smart 
and inventive when it comes to mar¬ 
keting its products. And since the 
PlayStation brand accounts for more 
than 40% of the electronic giant's 
annual revenues, you can bet that it's 
going to do everything in its 
power to make it succeed. WSf- 


Every major franchise that you can think of, 
from Resident Evil to Madden to Metal 
Gear, will be on the PlayStation2. There are 
well over 200 games currently in develop¬ 
ment, a lot of which will be AAA titles. 


The black component design gives the PS2 
a more mature look, and should enable it to 
appeal more to a broader market of con¬ 
sumers. Also, being able to set it in either 
a vertical of horizontal position is just cool. 


Far from ordinary, the PS2’s menu system 
sports a rather artistic look to it. 
Navigation is easy and straightforward, 
and.the icon-based browser makes memo- 
ry card management a breeze. _ 


uvu ivtovie riaypacK: »/ u 

Even when compared to higher-priced 
DVD players, the PS2 comes out shining. 
Picture quality is very good and all the 
features, such as layers and subtitles, are 
supported. Still, the menu system could 
have been better. 


reel luuaJityJ: sU/IU 

Somewhat lighter than the original Dual 
Shock, the new controller feels very 
comfortable in your hands. And the 
increased tension on the twin analog sticks 
really makes racing games that much 


Analog Functions: d/10 

Only a couple games take advantage of 
them, so far, but we can tell that the ana¬ 
log buttons will play an important role in 
the future of the PS2. Developers are going 
to come up with clever ways to use them. 


Marketing: lu/iu 

Most consoles launch with tons of adver¬ 
tising. Sony did such a good job of building 
hype, that it sold a million consoles in just 
three days. Impressive! 
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Capcom's all-time, flagship fighting series once again 
goes 3-D with Street Fighter EX 2 Plus. Loaded with new 
enhahcements, modes of play and an expanded cast of 
characterS,^treet Fighter EX 2 Plus drives home stunning 
3-D graphic!, lightning fast animation and Capcom's 
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Animated Violence 
Animated Blood 


© CAPCOM CO., LTD. 2000. © CAPCOM U.S.A 


2000. ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. STREET FIGHTER is a registered trademark of CAPCOM C0„ LTD. STREET FIGHT! 
EX2 PLUS and CAPCOM EDGE are trademarks of CAPCOM CO., LTD. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association 
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A Keep the button pr< 
wrap him up real good 
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can whip him right into your fist 
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disoriented. Never 
'free-iook' function 


▲ LI allows you to focus on specific A Then R2 will have you swinging 

I*. m 1 3 j 

areas: green means you can reach it. your way over that way. 

_ _ ' 7 7 


A Or you can use the feature to target 
enemies on the sly. 
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Spidey won't just 
rely on his web*sling~ 
ing abilities to take out the 
bad guys. Check out this kick! 


smm 
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Publisher Activision 
Developer Neversoft 


Release Date Summer 
Type Action 


, you might expect to get 
gh, and include a useful 
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ince we last previewed Spiderman two issues 
ago, Activision has left us with a playable ver¬ 
sion of the game. From what we've seen so far, it looks 
like fans of our meek super-hero have something to 
shout about this time around. 

Central to the fun has to be the web-slinging. Just 
iike the real thing (can we say real thing?), the game- 
version of Spiderman can use the sticky stuff in all sorts 
of ways: swinging from building to building, zip-lining 
from floor to ceiling, creating protective barriers and 
totaling the bad guys. All of this is achieved with the 
kind of intuitive control system you'd expect from the 
people responsible for Tony Hawk Pro Skater, allowing 
a fluidity to Spidey's movements that make you believe 
you're playing in a "living comic book'. 

Another fine feature that holds plenty of promise is 
the ceiling action. As you climb the walls and go invert¬ 
ed, the ceilings become transparent, kinda like they did 
in Die Hard Trilogy. This will make it very simple to see 


where you need to be going, and since it’s also possi¬ 
ble to attack guys on the ground while you're upside 
down, they'll never know what hit 'em! 

So far, we've been able to play through a host of dif¬ 
ferent segments, and each of them use slightly differ¬ 
ent play mechanics. Atop the skyscrapers, you’ll 
slingshot your way around with those magical web¬ 
lines that stick to something or other just off¬ 
screen. Inside a ouiiding, it l s all about the ceilings, 
but on the roof of the requisite moving train, webs 
are out and fists are in. Our hero can even pick up 
objects in order to solve puzzles or beat bad guys. 

Our only concern right now is balancing the 
gameplay so the emphasis is squarely on what 
Spiderman does best, and making sure the action 
doesn't become too repetitive. But it seems that 
Neversoft are on track to make fantastic use of the 
Spiderman license — we could be looking at the best 
rendition of the wall-crawler’s antics ever, folks! 






A You'll be glad you have 
your Spidey strength at 
some points. 


▲ Ceiling-crawling is super-cool and 
gives you the element of surprise. 


A No wonder the guy's paranoid. Look 
at those missiles! 






ih. 


A Some of your opponents lack that human touch, 


< This section will 
play out more like 
a fighting game's 
survival mode. 
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A A rapid wrist shot will briefly tie up 
your victim. 
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A Or hit 'up' when you fire and sene i O 
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Publisher libi Soft 
Developer Ubi Soft 


Release Date Spring 
Type Platform 







Once again, the 
game's sprawling 
environments 
look like they've 
just jumped off a 
painter's canvas. 


ne of the very first games released on PlayStation, the 
original Rayman was also the system's first 2D 
platformer. Now, some five years later, the disjointed hero 
and the gorgeously surreal universe he inhabits are back, 
appropriately in full 3D. 

Rayman's mission, as in the first 
game, is to rescue his kidnapped 
friends from cages hidden through¬ 
out each level, this time by a motley 
crew of pirates. In addition to hov¬ 


ering, using his propeller-like hair and tossing plasma balls at 
enemies, he'll now be able to climb while hanging, double jump, 
and swim in some areas. His ability to throw objects and ride others will also play 
a big role in solving the game's many puzzles. 

$° fa r < the game’s massive worlds 
and cartoon-style characters appear to 
capture the unique, animated oil-paint¬ 
ing look of its predecessor wonderfully 
well in polygons, with all sorts of cool 
lighting effects thrown into the fray. 

If all goes as planned, Rayman 2 
could become one of the brightest 
stars in PlayStation's lineup this year — 
stay tuned for more on this one! 

One of Rayman's new moves is the abili¬ 
ty to move while hanging from netting and 
other surfaces. 


Rayman's familiar moves and lush envi¬ 
ronments are back, but expect plenty of new 
puzzles and gameplay elements. 


Throwing plasma balls is Rayman's prima¬ 
ry means of offense, but he can also pick up 
and hurl objects from his surroundings. 



Publisher 3DD 
Developer 3D0 


Release Date Spring 
Type Baseball 





■ V : 

. ' - 

m Jpfifa ■ : 

... - 


i' X ■ V - ■ i'. v V; 


msMi 




■ VV'./.V.'' : J 




Mmm 

■ 

■ i m 


■ 

•-v. v'-vT 


v. ,r... • ft v. . .. -i.» . . 


v............ 

• • :v v..vv.//.- • 

L.Jpnlf 




-- 




n,-.¥A' 

...... .. 






-r ;-vi..v.v, , .v:/-:Y v, ■;;; 

'• v '.Ax *.'.: 




L._«_ il _ 




1 V 1 


V.Yr 


vm 


.... ■ 


I 






m 






■ : 


















til 




■■ * 












':;fr 


to 
















XV- ■ 


- 

' . ■ s* 

mm $ 


.1 






V ■ 


mm 








ters and so on, a I 


• •: •«: • . 


v :;.v.v! ; 

■ ..' . i . . ■}. '■ 




r ; 

iV.vA WiVhV-Yi I . 


... 


• I . • I *.-. 1 


r \r 


miPSk 




mWm 


P • • 

■Sammy Sosa's High Heat Baseball 2001 aims 
higher than just capturing the award for most verbose 
sports game title ever. In fact, the developers claim that this 
game will have the most sophisticated A! seen in any base¬ 
ball title to date. 

Focusing on the pivotal pitcher-batter duel, you'll see such 
things as intentionally wild pitches, walking dangerous bat- 


There are the expected refinements of motion-captured, 
face-mapped players, more animations, high-res graphics and 
current rosters (paradoxically, that would be year 2000, not 
2001}. But beyond that, 3DO is attempting to strike the per¬ 
fect balance between action and realism, with totally accu¬ 
rate stadium modeling, an uber-intuitive batting interface, that 
aggressive Al and, the nod to more casual baseball fans, a 
'fast play' mode so you can play an entire game in 15 min¬ 
utes. They've even coined one 
for the patent: TruPlay 1 
Al technology. 

With five game 
modes and play-by-play 
by Giants voice Ted 
Robinson, this could be a 
contender this spring. 


TV 


The 'Action Camera' mimics 
presentation for added oomph. 


< That's one way of giving 
up an intentional walk! 


3DO are claiming to have 'the most 
realistically crafted 3D stadiums'. 










































































































































































































































































Publisher Namcn 
Developer Namce 


Release Date Summer 
Type Puzzle 
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zaniest ever 


|HH| art D>9 Oug ( part Bust-A-Move , the first PlayStation puzzle offering 
from Namco stars the pint-sized spelunker, Mr. Driller, who's on a 
mission to drill as deep as he can into the earth — that is, if you call multi-colored 
blocks "earth.” Toss in the fact that undermined blocks are constantly falling on 
iop of him and he's slowly running out of oxygen, and the game's simple 
sounding premise starts to escalate into a serious {and 
maniacally addictive) challenge. H 

Thankfully, oxygen canisters are littered throughout the 
underground world. Unfortunately, getting to them often H 
requires split-second reactions and drilling through pesky solid ■ 
blocks, which depletes at least 20% of Mr. Driller’s air supply. H ‘ 

The deeper he drills, the more frantic the situation becomes. H ™ ^ _ jf 
Presented entirely in 2D, the game will offer a number of H.u L ... Z 
difficulty options to keep things from getting stale, including the _ 


A Smashing these tough blocks isn't neces 
sary, but as you dig deeper/ they're every 
where, especially around oxygen canisters. 


A The game's graphics are crisp and colorful 
but like Namco's earliest coin-ops, it's the 
gameplay that'll really take precedence. 


< Mr. Driller can drill left, right, and 
downward, as well as hop up one 
level in the pit. Mastering his ability to 


Y Each leg of the jour¬ 
ney has its own distinct 
color scheme and chal¬ 
lenge level. 


drill blocks that are about to fall is 
essential later on. 


mmwmmm 


mm 


4 In addition to arcade and home modes, the game 
also features several time attack stages where you 
grab time-extending clocks instead of oxygen. 
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Release Date Summer 
Type Action 


Publisher 3DD 
Developer 3DD 
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The variety in the levels is quite amazing, so gamers will never feel like they're 
seeing the same thing over and over again. 


hile it can be confusing, with al! the different Army Men titles out there, World War 
1 I is the true sequel to the surprisingly popular Army Men 3D. This time, the focus is 
on WWil-themed environments and situations, such as the beaches of Normandy and war- 
ravaged cities. There will be a lot more emphasis placed on tactics and strategy, so gamers 
won't be able to just run around and blast everything they see. They'll have to use the envi¬ 
ronment as cover and fellow soldiers as decoys. With its more mature themes and death 



aw 
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One of the levels places you into a 
moving gun turret. And just like in the 
game Incoming, you have to blast away 
at anything coming towards you. 



- "Vv •• 

iAi. 


There is a nice selection of vehicles to 
ride in, including boats, trains and tanks. 
The only problem is that they make you 
a larger target for the tan soldiers. 



sequences, this Army Men title will be 
catered towards the more mature and 
hard-core of gamers. And that's a great 
way to expand the already huge market 
for the franchise. Let's just hope that 
the gaming public doesn't go into Army 
Men withdrawal anytime soon, espe¬ 
cially with ail these titles coming out. 

The good thing about these destroyed 
cities is that there are plenty of places for 
you to hide. The bad thing is that there's 
plenty of places for your enemies to hide. 
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Total Control Batting 
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Total Control Fielding 


Gameplay Consultation by Tony Gwynn, 
Trevor Hoffman and Davey Johnson 


TM 


www.989Sports.com 


Wajot League BasehaSt trademarks and copystfihis are used with peunte^an of M?ijor League ttsebaq Praperties,. Inc wvrar {T i^gr l?^q»&l aB$ 0ajKpiOfficial License - Major League Baseball 
Players Msteiafton, ^ MLBM. 989 Spurts. the 9p9; Shorts logo. Total Control Batting and Total ConUui Flatting are trademarks oi Sony Computer Entertain men t Amc-r ica Inc. 

Developed by 989 Sports. &2000 Sr/nv Computer Entertainment America fib 


250 Personalized Stances & Motions 


90 Statistical Categories Per Player 


AH The New Stadiums 


MAJOR LEAGUE BASEBALL* 
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Publisher Activision 
Developer Sugar & Rockets 


Release Date Summer 
Type Action/Adventure 
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espite the similarities with Capcom's fabled 
MSM Resident Evi!/Dino Crisis series, Covert Ops feels 
nothing like the traditional Sam Raimi horror film and more 
like an action-packed summer blockbuster. The plot jumps 
straight out of such movies as Under Siege 2, except for the 
fact that you won't be playing a "cook", but rather an 
American Special Forces agent by the name of Jack Morton. 
It seems that a group of armed terrorists has taken over a 
heavily-armed train, which just happens to have the French 
Ambassador onboard. The leader of the group is threatening 
to kill the Ambassador and detonate a nuclear device if cer¬ 
tain demands aren't met. Flowever, since NATO isn't really 
keen on terrorism, it's up to you to sneak aboard the train, 
free any hostages, and prevent a nuclear explosion. Now, if 
that isn't pressure, we don't know what is. 

Instead ol going for the tr^ 


Gameplay-wise, you'll find a lot 
of the familiar search and pick¬ 
up elements, along with a few 
clever puzzles designed to 
slow your progress. 

For the most part, the game makes things easy for you by 
showing you what buttons need to be pressed in certain sit¬ 
uations and by warning you whenever enemy troops are 
nearby. Even the combat is very straightforward, thanks to 
the auto-targeting feature. Just aim your gun in the genera! 
direction of the enemy. As soon as the big target appears, 
you know you've got your sights dead-on. Just fire away. 
While dodging isn't that necessary, you can roll to the sides 
by hitting the L2 or R2 buttons. 

Activision has always been pretty smart about the titles it 
picks up for U.S. distribution, and it looks iike It might 
have another winner on its hands. We just wonder 
what additional features and modes will be added 
lllll ,g|k to the game before its summer release. As 

soon as we find out, we'll let you know. Just 
he ready with your train tickets. 
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A Despite the fact that the game takes 
place on a train, there's still a lot of area 
to explore. Keep your bearings or you 
might find yourself lost and low on 
ammo. That wouldn't be good. 


l,; * -*,--* .-± >., 




A Whenever you're near an enemy, a 
gauge pops up that tells you their situa¬ 
tion. If it's orange and says "WARNING" 
then you know that you've been spotted. 


F. W® 


Most interesting about the 1 
camera is that it's not \ ^ 
attached to the main character. i||J 
So, when you jump into "first- 
person" view, you can actually still 
see Jack and what's behind him. It's 
an useful touch, to say the k 




A Every so often, you'll 
come across a situation 
that can result in your 
character's death. 

However, if you hit the 
buttons quickly, you can 
escape from the near¬ 
death experience. 


(Mil a 




4 A more detailed map 
of the train can be 
found on the Status 
screen. Just like in 
Resident Evil, it shows 
where you've been 
and where you still 
need to go. 




It's almost impossible to see a 
good action film that doesn't 
have its fair share of blood 
and carnage. The same can be 
said of action games. Covert Ops 


of NATO 


squeamish gamers may w 
look elsewhere. 


While this is not a major game feature, we just had to 
comment on it. When you want to save your game, you 
have to find a bathroom. We don't know who thought of 


Best Save Room" award 
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For some reason, the terrorists never have From this menu, you can save youi 
to use the bathroom, so you can feel safe in game or find out more about the variou.< 
here. Just click on the Circle button to bring items and weapons that you're carrying 
up the option menu to save your game. And Who would have thought that bathroom; 
don't foraet to Dut the seat down... were this informative. 
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A Whenever you enter a new area, the 
screen displays what floor and train car 
you are in. This helps out a lot because 
there are so many rooms and hallways 
on the train. 


A Finding the French Ambassador on 
the train is not that big a problem. 
However, keeping him alive for the 
whole duration of the trip, is that diffi¬ 
cult. That's your main challenge. 
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A For those who are interested, this 
game was originally entitled Chase The 
Express in Japan. We don't know why 


A Staying in touch with the base is 
crucial if you want to survive your 
mission. You'll also learn valuable infor¬ 
mation and tactics if you keep your ears 
open to suggestion. 


A Important items will sparkle 
when you're near them. That's a 
good thing because you won't 
have to walk around each room 
clicking on every item just to see 
if you can pick it up. 






▼ Meet Jack Morton, the hero 
of the game. He's no Steven 
Segal, but he knows how to 
survive and plans on taking 
down the terrorists one by one, 
with his gun. 


A "Everybody chill." You'll come across 
a lot of bodies, but most of them you 
won't recognize. Still, all of them hold 
clues or ammunition, which will help 
you out. 


: cYI-Vr:,. 


A Computers run the train completely, S 1 
understanding how they work will b 
crucial. Now, if they only made i 
"Stopping Hijacked Trains For Dummies 
book, we'd be set. 
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Just like the space marines were advised in Aliens, you'll 
need to keep your eyes open. You never know what's 
behind that next corner. Fortunately, that's where the 
camera system comes in handy. Hit a button and the 
camera view shifts to give you a clean view of the 
approaching hallway. When it's clear of troops, you can 
safely continue on. 


A lot of the scenes in Covert Ops are really cinematic 
and tend to make you feel like you're in the middle of a 
high-budget action film. It's just a little extra icing that 
gamers will appreciate. 


A ...but they'll fall to the ground 
over-the-top movie way. 


A Sometimes you'll just get someone in your 
sights and fire away... 


A Just like its name implies, the Lifepack 
can restore your health should you be 
injured. Just don't rely on them too much, 
because there aren't that many of them 
laying around. 


A When you are near something that 
requires a button press, the game 
displays a control pad on the screen 
and highlights exactly what button needs 


You can tell if 
your sights are 
dead on because 
a big target will 
appear over the 
enemy. Fire and 
you'll be sure to 
nit them. Just 
remember that 
some enemies 
can take more 
than one shot. 
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Publisher Activision 
Developer Warthug 


Release Date Summer 
Type Space Combat 


► Your elite Red Squad will combat not only 
high-performance enemy fighters, but mas 
sive (and well-armed) starships as well. 




ntense, deep space dogfighting isn’t something 
you'd normally associate with the Star Trek universe, 
but it nevertheless serves as the premise for the first 
PlayStation game based on the classic sci-fi series. And who 
better to brave this new frontier than the people who know it 
best — the original creators of Colony Wars . 

Set during the Star Trek: The Next Generation timeline, 
the game puts you in the flight suit of a Federation officer 
assigned to an elite group of hot-shot pilots known as Red 
Squad. Under the command of Captain Jean-Luc Picard and 
his tactical officer, Commander Worf, your mission begins 
when a starship captain goes A.W.O.L. and quickly escalates 
with the introduction of a brand new alien nemesis. 

Over the course of 20 missions, you'll encounter varying 
objectives ranging from escorting the Enterprise D through 
hostile space to operating phaser turrets on a larger ship in 
combat against the Borg, Most of the missions will have you 
piloting one of several single-seater fighter craft created espe¬ 
cially for the game, each of which is bristling with advanced 
weaponry, such as photon torpedoes, proximity mines, grav¬ 
ity bombs, and crippling pulse beams. 

Since the gameplay is based around true-life physics, your 
fighter will be able to not only turn on a dime, but reverse at 


▼ Dynamic lighting 
effects, debris, ana huge 
explosions really intensi- 
fy the space combat. 


▲ You'll pilot several 
fighters in the game, 
each of which has unique 
weapons and perfor¬ 
mance capabilities. 


full speed as well — perfect for turning the tables on 
enemy craft hugging your six. Each ship will also have 
an evasive maneuver that can be called into play at 
the touch of a button, but only when you're not 
locked onto an enemy. 

In addition to the game's newly created race, 
you'll encounter a number of well-known foes in 
combat, including the Romulans, Ferengi, and Borg. 
Making matters more difficult, all of your opponents will uti¬ 
lize squad-based tactics, such as calling in wingmen and split¬ 
ting formations to throw you off. 

Star Trek: invasion is still a ways off from release, but it's 
already looking great, with lots of .brilliant explosions, lighting 
effects, and detailed spacecraft. Ilf its developer can tie these 
good looks together with solid gameplay and plenty of Star 
Trek atmosphere, we could be looking at the interstellar 
blaster to end them all. 


▲ Fast-paced combat isn't something Star Trek is known for, but 
this game will hopefully change all that. 


n ...... . 

•• •. ; . . . . . . 

“ A You'll be ftying this 

Federation fighter for most 

of the game. 


Since this is a Star Trek game, you can 
look forward to such familiar (and 
powerful) weaponry as the famous 
photon torpedoes, and refreshing 
changes of pace, such as the ability to 
control phaser turrets on larger craft. 


A Photon torpedoes, phaser cannons, 
tractor beams — if it's a Star Trek 
weapon, it'll be in here. You can 
expect some never-before-seen 
weaponry as well! 


Forget diplomacy — Star Trek: Invasion will finally let you do what 
should've been done long ago to the series' bad guys, and that's blow 'em 
into stardust. Of course, there's a new threat to contend with as well. 


A Some missions will have you 
controlling a gun turret 
while someone else does 

— — -J 
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% 


A You'll control the 
phaser turrets on 
some of the larger 
starships as well. 


i. Romulans may be more aggressive than 
their Vulcan cousins, but that doesn't help 
much when they're in your crosshairs. 


fc The Federation's new nemesis is as myste¬ 
rious as its technology is advanced. This ship 
looks much faster than the Borg's cube. 


A Expect lots of game engine cinemas to a Many new ships were designed for the 
set the mood and show off the amazing game, and there’s a chance that they'll be 
detail of your favorite starships. used in a future Star Trek series. 









































































: o : -:'o 


VLUE CJI 11 ] riVJH t-X 




■ • :; 

■ 

•: - • -V '. : 


g rt\ 


JOJI 




ii«» * til 1 ? ■MPRijti/ 
r .. ■: 


[s'Sgi 


:;v. 


?■■■$& P. 






[iwrifiShmafit Ing. "Vanguard! LlynOit 
WordingDe^l'jns* fi a raj 


'ft fjy Working JLiydiyrid? fi 
yyyr armor, or ary you jm 




■ ■ sfsrmzi y- r;■’ ■ :; 

. 












CONTENT RATED BY 


PlayStation 

___ 


S raRran- the PlayStation logos are reg?§||^P§^demaTks of Sony 
JP|M| Entertainment, Infi. 1998. English translation © VVofking. Desr 
iBiffll? Web Address: httpyAwAv.workinadesigns.com. For a dealer neargo^ 


IYlTjj 

J*jW£7\ iwrjE| 


wSii/S- •, 





- ■ . \ \ • ■ 

■ ■ V V 




, ^ .-■ • 


















































































































































































































































































































M*Y £□□□ 

wttf!/ /wuuw.D-HlLYRflD-R-R.CDm 



Publisher Capcam 
Developer Capcom 


Release Date May 
Type Actian/Platform 
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Since his original release in the 
arcades, Strider hasn't changed that 
much and has access to the same 
basic attacks and animations. For 
those who have forgotten, here 
they are in all their glory. 


The Slide - This isn't really an attack, 
but it allows you to get closer to ene¬ 
mies or pass them by completely. They 
can't touch you during a Slide. 


Double Jump - The jump is back, as 
well, and works great. You can even 
cover a bit more ground with it than 
you could in the old game. 
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To say the 
least, the boss 
characters are i 
quite varied, f 
What other f 
game allows I 
you to fight 1 
against a ’ 
robotic dragon 
and a cybernet¬ 
ic Mastodon? We 
can't think of am 
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Sword Slash - A classic Strider 
attack that can destroy pretty much 
anything. You can now set it to rapid 
fire to makes things easier. 
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Running - Keep holding forward on 
the d-pad and Hiryu will pick up 
speed and start running. This is the 
best way to dodge mines. 


getting ms console reoirtn in a true sequel to ine 
arcade smash hit of the late eighties. Ported over from the 
System 11 arcade board, Strider 2 is an all-out action game, 
There's no puzzles or deeply moving storyline, just action in its 
purest form. 

While the original Strider was completely 2-D, the sequel 
throws in various 3D elements to spice things up a bit, The 
characters are still ail pretty much sprite-based, but some 
bosses, along with certain backgrounds, take advantage of the 
PlayStation's polygon pushing power. In that regard, Strider 2 
shares a lot in common with Namco's platform title, Klonoa. 

For the most part, Strider retains all of his classic anima¬ 
tions, so the traditional sword swings and double-jumps are 
present and accounted for. The slide 
and wall-climbing is back, as well. In 
fact, the only real addition to Strider's 
arsenal is the "boost" feature, which 
allows him to send off projectiles that 
home in on the closest enemy. 

Speaking of enemies, this game has 
tons of them, including the infamous 
Grand Master. Virtually every area has 
a mini-boss of some sort, which has a 
different kind of weakness. 

From our initial hands-on segment 
with this game, we only really had 
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arcade purists who have been looking for that next great 


forward to reviewing the U.S. version as soon as Capcom 
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SCORE 

TIME 

LIFE 


MISSION CLEAR 

RE V 451304 
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NUS 


700005 * 
f S16000 

1037304 


SPECIAtbOmJs 
TOTAL «^ftCORE 

clea*r|ime 

STRIDERRANK 


A At the end of each level, you are grad¬ 
ed on your performance and given a 
score that represents your skill level. Trust 
us when we say it's hard to get an "A". 


A The Grand Master is back and seems extremely 
pissed off. He's going to throw everything he can 
at you, so be prepared. Oh, he's more powerful 
now, too. 


Hi 




▲ Here's a look at one of the later boss¬ 
es, The Kraken. He's actually easier than 
he looks to defeat. You just have to hit a 
couple of weak points on its sides. 


A Sometimes gravity will play tricks with 
you and flip the room upside down, so 
you'll end up walking on the ceiling and 
hanging onto the ground. 


T/V 


TIME 




& 




and is dressed com 


A During a specific point near the end of 
Strider 2, you'll come face to face with Hien 
and have to defeat him. 






j Hanging - The ability to hang onto 
walls and ceilings is even more impor¬ 
tant this time around, since the direc¬ 
tion of gravity changes so much. 


A When your character is charged up, he can shoot energy bolts that automatically 
home in on the nearest enemy. The charge only lasts for a limited time, though. 


A If you do defeat him and successfully com¬ 
plete the game, you will be able to select 
and play as Hien whenever you want. 





















































































































































Publisher Sony CEA 
Developer Contrail 


Release Date May 
Type RPG 
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UP PlayStation way back in ’97, you'll 
remember when RPGs were hard to come 
by. While Kona mi had certainly delivered a 
welcome storm in the form of Suikoden 
and Vandal Hearts, the RPG drought was 
severe. Then along came Wild Arms. 

Charming as well as challenging, Wild 
Arms centered around the struggles of a 
heroic trio against (as always) an impending a Each character most start their journey this adventure now takes place in a 3D 

doom. Now, with the introduction of the otherpartymembers? ° P Wlt 1 e tW ° world, with towns, buildings and environ- 

sequel, gamers are once again met by - ments completely rendered in polygons, 

three adventurers: Ashley Winchester, Riruka Eleniak, and instead of sprites. But never fear; the shoulder buttons make 

Brad Evans. Following an ancient legend born from a conflict quick work of camera angles and even increase the explo- 

which took place centuries before, the land of Filgaia (the rative feel, with treasure chests and other items hidden 

world featured in the original) is once again headed for an behind certain walls and obstacles. Like in Capcom's Breath of 

uncertain fate. Now, it's up to Ashley, Riruka and Brad to save Fire III, you'll have to utilize the camera angles in order to fully 

the world. explore every nook and cranny in dungeons and other maps. 

Those who played through the original will find many famil- With a release date just around the corner (May), RPG 
iar features in Wild Arms 2, but each with its fans won't have to wait long to join the adventure. And if Wild 

own new twist, Party members will ^ Arms 2 is anything like the original, count on it being a winner, 

once again utilize ARMs in battle, as j Expect a full review of the game next issue. 

l^efesSpaoisi And llike I the Hirst j 
game, as in Breath of Fire III, char¬ 
acters are able to perform certain 
actions onscreen, outside of bat¬ 
tle, in order to solve puzzles and 
clear obstacles. For example, early 
in the game, Ashley acquires the abii 


uncover his ability to use what's humor¬ 
ously called the Booty Call: a skill used to 
find hidden items nearby. So, technically it 
IS a booty call. 


... 

r - ; i 






f M Towns and 
map signs are 
invisible without 
using the Search 
option available. 


A While the game's environments are polyg- ▲ Using your character's individual skills is 
onal, the characters remain sprite-based the only way to get through certain areas 
outside of battle. and dungeons. 


► Ashley, Riruka and Brad are back once again 
and ready for adventure. 
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Much like the original, each of the 
three main characters will have their 
own adventure, which will intersect 
with the main quest at some point. 
But this time around, you'll be able to 
choose the starting character from 


,4 Choose from Ashley, Riruka or Brad 
from the outset. 


While the rest of the game went 
3D, thankfully the cutscenes did¬ 
n't. Wild Arms 2 retains the beau¬ 
tiful anime cinemas throughout 
including mission-end cutscenes - 
an improvement on the original's 
solo intro movie. 


A Notice that the character designs are 
brighter and cuter than those in WA1. 


a Will Sony leave in the original Japanese 
language opening theme? We think so. 


A Like the original. Wild Arms 2 features 
beautiful anime-styie intro. 
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A Alec from 
Arc the 
k Lad 3 


is the oniy adven 


all three lead characters are spiritual 
successors of one another. 


> Erik from 
Arc Hie Lod 2 
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A Arc from 
Arc the Lod 
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Publisher Working Designs 
Developer Arc Productions 


Release Date November 
Type RPG 


with a sword, 
is poised to 
s w e e p , 
female 
RPG fans 


snags Arc for the 
compilation of 
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While every Arc title consists of turn- 
based battles on a ''grid 11 battlefield, 
you'll notice that the graphics and 
some of the mechanics change from 
title to title. 
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A Simple, but still engrossing, the orig 
inal snows how it's done on the play 
ing field. 


TT ne of the most overlooked RPG 
series to never make it across 
the Pacific has finally received its due. 
Working Designs is currently working on a 
translation of all three of the Arc the Lad 
titles in order to release the trio as a com¬ 
plete package by year's end. Arc the Lad 
Collection will feature all three ATL titles on 
four game discs, but will also feature two 
separate discs which will contain the series 
soundtrack, as well as a "making of 
movie disc (much like the one 
included with Lunar: The Silver 
Star Story Complete). 

Rut even with all of the 
amazing packaging, what is the 
series all about? Most notably, 
Arc the Lad follows the lead of 
strategy RPGs like Vandal Hearts 
and Final Fantasy Tactics, more 
than traditional-type titles (FFVI- 
II). This means that you'll spend 
much of your time gathering 
troops and fighting your way 
through expansive battlefields 
trying to increase your abilities 
and levels. 

Ail three Arc titles will 
feature the chance for gamers to 
use their memory cards for an 
interlocking save data option, 
which functions somewhat like 
the way in which saved games 
from Suikoden I affected 


A The middle child. Arc l 

‘he Lad 2 con- 

centrates on strategy wh 

ile waiting for 

the shift to polygons. 

--J f. •- ■ 

| 


Moving from town to town, battle¬ 
field to battlefield, takes place on an 
overhead map. 


A Impressive magic spells, 3D environ 
ments; it's all here in Arc the Lad 3! 


For the third and last installation, 
characters and environments have 
made the leap to polygons. 
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series. Arc the Lad fea¬ 
tures very simplistic 
graphics, but man¬ 
ages to include a good 
amount of details. 


Suikoden //. This 
means that once 
you finish a game, 
you must save your 
progress to a mem¬ 
ory card; then, you'll 
be able to upload 
your party's stats to 
the next installation. 

While you won't find 
any recurring char¬ 
acters, you'll be able to boost the stats of the 
succeeding set of warriors for the battles 
ahead. Cool. 

The storylines between all of the titles also 
follows a very fluid timeline. In Arc the Lad, 
you'll guide a young boy named Arc across the 
continent in search of six party members in 
order to restore the world's peace. Then, in the 
second chapter, the story will pick up where the 
first left off, except you'll be in charge of a 
whole new set of adventurers as they attempt 
to defeat evil and save the world. And the 
third...well, it's very much the same. While Arc 
the Lad III will continue the tradition, you'll begin 
with three characters in tow, instead of the lone 
main hero. With Working Designs' well earned 
reputation for salvaging rather boring or mun¬ 
dane dialogue with its own brand of 
wackiness, we expect Arc the Lad 
Collection give the strategy RPG 
genre a shot in the arm this coming 
holiday season. 


The level of detail increases as the series 
progresses and you'll be able to see the 
set in its entirety! 


Each party mem¬ 
ber will have his or 
her own special abil¬ 
ities to use in battle. 
Learn them well. 






















































































































































































































































































































































































































































Publisher Empire Interactive 
Developer Bitmap Brothers 


Release Date Sommer 
Type Action 
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m ention the name The Bitmap Brothers' to anyone who ever owned an 
Amiga, and chances are you'll spend the next few minutes watching the 
other guy gush over the gaming brilliance of these almost legendary UK developers. 

These guys brought some of the most innovative and revolutionary titles gracing our 
fledgling industry to the trusty Amiga, PC, ST, NES and Genesis, including 
Speedball, The Chaos Engine, Gods and Xenon. And (pause for sharp intake of 
breath from retro gamers worldwide) the siblings are resurfacing to bring cult classic Speedball 
2100 to the PlayStation! Billed as a cross between Hollerball and the NHL, Speedball is basically 
a no-holds-barred scramble to hurl a small metal ball through a set of goal posts with 
the opposition doing their best to take you out before you get the chance. Players, ^ |\ 

encased in body armor, can be customized to suit your color preferences and as mw. |t 
you work your way through the tournaments, you'll be able to upgrade 
individual armor parts for increased performance. Speedball is one of I 

those oid-schooltgames 


A There'll be pickups scat 
tered all over 


A Players are upgraded in 
the gym. 


< The steel ball's trajectory 
is different at each tip-off. 


T Here's one way to hitch 
a ride down the court. 


you know, the ones that emphasized JKj 
game play over graphics? You may be too young to remember, , MKf 

_ ~ _ but believe 

K V*’ us, the com- j|| 


W Hey, any¬ 
one here for 
a quick game 
of Speedball? 


t In the future, all balls will look 
like this. 


< Hitting courtside targets, like these 
stars, results in more points. 
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Publisher Activision 
Developer Paradox 


Release Date Summer 
Type Action 
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I Cyclops is ready 
for action! 


A Backgrounds will be fully 3D, but characters will still be limited 
to a 2D plane. Still, look at the cool design of the environment. 
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Since they're 
mutants, all of the 
characters can pul! 
off super jumps 
that catapult them 
way up into the air. 
We hope they 
have parachutes. 


screen, but in a big way. The X-Men have appeared on the 
PlayStation before, thanks to Capcom, but have never been truly 
realized in 3D. With Mutant Academy, gamers will finally be able 

to Splay polygonal versions of 
their favorite comicbook 

characters, such as Cyclops, 
Beast and Wolverine. 

The fighting system greatly 
resembles that of earlier Capcom A 
games. Each of the ten characters fea¬ 
tures standard attacks and special moves, 


Woverine 
looks a bit 
b I o c k y. . . 


along with super attacks which can only be executed 
once a certain meter is filled. Backgrounds will be very 
detailed and showcase clever design and an endless amount of eye 




a. Mutant Academy will feature all of the 
heroes and villains from the movie, 
along with several bonus characters. 


candy. A unique training mode will also allow 
gamers of all skill levels to pickup the game quick¬ 
ly. Excited? Look for the X-Men to attack theaters 
and stores this summer. 


Super moves, like this Mega Optic 
Blast, are really easy to pull off, even 
during the heat of battle. We can thank 
the simplistic controls for that. 










Combos are a mixture of standard attack buffering 
and juggles. You can use the sides of the environments 
to keep your opponent juggled in the air and get in a 
few extra hits. 
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If ypu re ciping to try playing Digimon World, you’d better make sure you’re wearing two pairs d| 

: ; p 

r' _ £ il r>‘ ___ •' . x . * a _ _i v : _^ _ _i u __ _ _ __ 


underpants. See, some of these Digimon are so vicious and twisted they were actually banned from 

•. ■ ■ 7 ...... 

television. That’s okay with them, there are more things to blow up in video gamesfanyway. Like you. 
So if you think you’ve got enough game for Digimon World, bring it. But don’t say we didn’t warn you. 


1557 Banda i Co.. Ltd Program Bandai Co., Ltti Distributed by Bandai America Incorporated, 5551 Kateila Avenue. Cypress, California 50630. AH rights reserved. DIGIMON, DIGITAL MONSTERS art? all related: lottos, 

names add distinctive ftkenes^OS thereof the property of fbndai. PlayStation and the PlayStation loqos are registered trademarks of Sony Computer Entertainment Inc. Used under license by Bandai America Incorporated. 
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we could. Not all enemies are called out, due to\ 
k space limitations, but for help defeating tifp 
9 enemy, refer to the combat tips. 


Peek-a-Boo 

To see what's around the next corner without stick¬ 
ing Gabe's or Lian's head out there with the 11 + 
12 or R2 view mode, try this. Walk up to a corner 
without going past it and turn the Left Joystick i 
so your character spins in a circle without mov¬ 
ing from the spot. This will turn the camera 
around leaving your character in one place, 
allowing you to see around corners without 
getting you head shot off! 119 


Headshot trick (Peek-a-Shoot!) 

To get a headshot while hiding around a corner, hold 
LI + L2 or R2 and see where the sight lands on the 
enemy. If it's off the mark, then let go of the lean¬ 
ing button {L2 or R2) while still holding the LI but¬ 
ton. Adjust your aim to where you think it should be. 

Never let go of the LI button — doing this will 
\ reset your aim to center, Repeat the first step 
) and see where the sight lands on the enemy. 

When you finally have it, lean over and 
fefek "BLAM!" You've got a headshot! 


Siftin' Ducks 

Parachuting enemies are much easier to kill 
when they are in the air. Try to take them 
I out before they hit the ground. 


Hard Mode 

In the options menu, you can view movies 
that you have unlocked during your progress 
through the game. You 


A Sketchy, But True 

■ We can clear up some other 

■ questions that you have 

■ about the game, 

■ but the details are ^ V 
| sketchy at this time. 

I Well have more detail later, but this we 
' know for sure. 

There are ten hidden items that must 
be picked up in the single player mode to 
open the ten locked two player arenas. 
There are 20 Arenas in all. Some of these 


k hidden items, such as the 
| Binoculars, are inventory items and 
■ others, such as the Giriy Mag and 
mk Dirty Laundry, cannot be seen in 
W your inventor/ when picked up. 

There are a total of 28 char¬ 
acters, but only ten of them are initially 
available. The other 18 characters are 
unlocked through two secrets in the lat¬ 
ter half of the game. What they are is 
unclear at this time. 


see two extra H 
movies that you couldn't get by playing H 
through the first time. To unlock these H 
movies, you must play the game in 'HARD 1 2 3 4 5 6 7 8 9 10 11 12 B 
mode. To get this mode, do the following: go I 
to the title screen and then New Game, press ^ 
♦ +Se!ect+L1 +R2+D+0+X at the same time. 
Finishing certain levels on hard mode unlocks 
bonus movies. 


13 . Checkpoint: Head over to the Agency 
Snipers area. 

14 . Agency Snipers: Roll as you run towards 
the GIs near the trees. Climb up on the oppo¬ 
site side of the rock. Chase and fire on the 
sniper as he crosses the bridge. Checkpoint: 
Peek around the next rock and aim for a head- 
shot on the remaining sniper. 

15. Walk down this path, then turn back when 
the GIs scream for help. Return and shoot all 
of the Agency soldiers. 

16. Leave the area when all of the objectives 
are met. 


1. Guide the Parachute to Kawalski and the 
two GIs. 

2 . Talk to the Communications Gl. 

3 . Follow the two GIs through the subter¬ 
ranean passage. 

4. Enter the cave and follow it to the Waterfall. 

5 . Get the Transponder and hang drop into the 
ravine to the cave below and the H11. 

6. Return to the two GIs in tunnel (4). Keep 
running to avoid being buried in the cave in. 

7. Return to Kawalski (1) to retrieve the C4. 
Run into the next cave (3). 

8. Checkpoint: Take the C4 explosive and 
return to area (7). 

9 . Pick off the soldiers from behind large rock. 
The Air Taser is on a ledge over the mountain 
ledge behind this large rock (F). 

10 . Checkpoint: Climb the rocks and activate 
the Transponder Signal. 

11. Checkpoint: Return to the Cave in (4), 
press the Triangle Button near the snow 
blockage, and Clear out! 

12 . As you exit the cave (4), try to kill as many 
of the parachuting Agents before they touch 
ground. Try the Air Taser here. 


A. Flak Jacket 

B. M16 

C. H11 

D. Flak Jacket 

E. Flak Jacket 

F. Air Taser 

G. Grenades 







































This is a fairly short level. The major 
things to be aware of are the time 
limit in the beginning to reach the 
adrenaline and the timing needed to 
run through the switch- locked doors 
that the guard, in the window that 


you crawl under, was controlling. 

Use the Hand Taser, found in the 
locker with your gear, to knock out 
this guard. Throw the switch, run out 
into the hail, and enter the next two 
doors. Use the next two alcoves to 
hide and Taser the passing guards at 
the end of the mission. 




COLORADOi 


T M T r* 

IN T E 


i r 

\ v 




ipjflr i** 


A I t 



* 


This is a pretty short level also. Here 
are a few things to look for and con¬ 
sider in your strategy. 

In the first tunnel, crouch down 
between the Jeep's headlights and 
wait for the guards to pass. In the 


second tunnel, through the door and 
in a back room, you can find the 
Binoculars. This is a special item that 
will unlock arenas in Two-Player 
mode. Use grenades found in the 
truck next to Chance, while he is 
being held hostage, to destroy the 
power room. 
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1. You have two minutes to ice the 
Commander ahead of you. 

2. Hang off the edge of the bridge, and strafe 
towards the truck behind the jeep. 

Checkpoint: Wait until the guards are at 
the front of the truck to take the weapon¬ 
ry from the back. Return to the ledge. 

3. Next, shoot a Gas Grenade at 
the Commander. 

4 . Hang from the left ledge between the 
jeep and the truck. Lean to the right while 
looking down and shoot the man in the 
head. Drop down a level and use the 
center scaffold to reach and disarm 
the bomb. 

5 . Checkpoint: On the first tier below the 
Equipment truck, you will find another 
bomb to disarm. At the bomb, look down 
and north to shoot the guard below by 
the girder. 

6 . Head north, still crouching on the top 
ledge to avoid the guards and shoot the 
soldier in front of the next truck to 
the south. 

7. Inch northward and shoot the soldier at 


the back of the next truck. 

8 . On the other side of the bridge, hang from 
the ledge and strafe south until you can drop a 
level. Grab the scaffold below, pull up and 
crouch behind that vertical girder to get a 
headshot on the soldier below. Drop to the 
lower level, use the center scaffold to move 
southward and pull up two levels to disarm 
the bomb. 

9 . Return to the bottom tier, head north and 
use the next upper-level-center-tier to get the 
last bomb. 

10. Checkpoint: Return to the top of the bridge 
and enter the south tunnel. 

11. Checkpoint: Quickly shoot both guards in 
the head from a safe distance to save Ramirez 
and Thompson. 

12 , 13 , 14 . Grenade or shoot the trucks as they 
approach to quickly eliminate the enemy. 
Run towards the end of the tunnel, and your 
mission is complete. 


A. Silenced Sniper Rifle, 
Gas Grenade, Flak Jacket 




1. Sneak up behind the remaining guard and 
Taser him. 

2. Follow the other guard to the parking lot. 

3 . Checkpoint: Sneak up behind the soldier and 
Taser him. Take the Rifle from the back of the truck. 

4 . When the other Guard's back is turned, run into 
the alley. 

5 . Wait in front of the truck until the airbase guard 
investigates the noise you made. 

6 . As he walks around the truck, enter the building. 
Climb the crates behind the second soldier. Stop at 
the corner of the next hall and then head back to the 


small alcove and zap the guard as he passes. 

7 . Checkpoint: Two new Objectives: Eliminate 
Agency Pilot and Sabotage Agency Plane. 

8 . Take a right and activate the switch 
on the wall to open the hangar door. 

9 . Enter the hangar and use the 
Sniper Rifle from this position to 
shoot the pilot in the head. 

10. Checkpoint: Walk under the plane 
until you see the F-22 Access Panel. 
Press the triangle button to sabotage 
the plane. 

11. As the guard rounds the corner, 
sneak up behind him and get him 
with the Taser. 

12 . When you run back into the ware¬ 
house, take a right and stay down! 
Two guards will pass by on the other 
side of the crates. 

13 . Shoot the Spotlight and head 
straight forward. 

14 . Checkpoint: Jump up and grab onto the back 
section of the moving truck. Ride it until you see the 
southern opening between the next two buildings. 
Let go and run between the two buildings. 

15 . Hide behind the truck in the large hangar. You will 
see Morgan and Holman exiting. When the guard 
walks away, approach the exit. 

16 . Checkpoint: Back in the Hangar, creep behind 
the two men; they never turn around. Stay close to 
the north wall as they part ways and sneak into the 
hail behind Holman. 

17 . Checkpoint: Be directly behind Holman when he 


enters the hallway. An FMV will play, and you 
get vital info from him. 

18 . Sneak up behind the escort in front of the truck 
and Taser him. 

19 . Look around the corner in the next hangar.When 
the coast is dear, hop up onto the west wall crates 
and crouch down. As the guard passes by, creep 
behind him and zap him when he stops. 

20 . Take the long south hallway to the end. Walk 
towards the exit, but stay out of sight. Crouch down 
and shoot the spotlight above the guard's head. 

21 . Return down the hallway, enter the crate-filled 
compound, and sneak behind the patrolling soldier 
and Taser him. 

22. Walk up to the driver's side door of the covered 
truck, Activate the Ignition and hide behind the near¬ 
by wall. The truck will careen into the hangar and the 
guards will run after it. Run into the building they 
were guarding. 

23 . Checkpoint: Take the elevator to the control 
tower, circle right and Taser Huffman near the trans¬ 
parent map. Creep up behind the other soldier on 
the radio and Taser him. 

24 . Checkpoint: Get the Transponder Frequency 
from the unit on the wall next to the map. Go down¬ 
stairs to the helicopter pad. 

25 . Creep up behind the guard and Taser him and 
then do the same to Falkan. Run to the chopper to 
complete the Mission. 

ITEfIS 

A. Silenced Sniper Rifle 
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PHARCOM EXPO CENTERn NY: 

ANCIENT CHINA EXHIBIT 

In this mission, go to the north side of the glass 
enclosure. Pick up the Flak Jacket and then go up the 
stairs on the opposite side and shoot the approach¬ 
ing Agency Operative. 


After this, it's all about following Teresa and pro¬ 
tecting her from the Agency Operatives, who want 
to stop her from disarming the bombs, until you 
reach Morgan. Moran has a grenade launcher and 
you have 1:14 to run around the courtyard avoiding 
his attack until you can strike back. When Teresa 
gives you the 'go 1 , shoot for his head and keep your 


4 . Hide behind the doorway and peak around to 
shoot the two men downstairs. 

5 . Downstairs, do the same thing. The Shotgun 
works well with these unarmored men. Chase 
Gregorov downstairs and stop in the red carpeted 
floor area. 

6 . Peek around the corner and shoot the Agency 
man as he rolls into the hallway. 

7 . Again, peak around the corner and take out the 
next guy when he sticks his head out in the restau¬ 
rant area. 

8 . Run out into the restaurant and aim for the 
heads of the two Agency men before one of them 
has a chance to lob a grenade at you. Run down¬ 
stairs and hide behind the right wall before the 
next stairs. 

9 . Checkpoint: Peak around the corner and shoot 
the man behind the bar. 

10. Go down the stairs and peak around the 
comer and shoot the two agency men behind the 
glass table dividers. 

11. Go behind the bar, get the Shotgun (A), and 
crouch down to avoid being shot by the man who 
has run into the room. Shoot him from behind 
the bar. 

12. Go downstairs, peak around the corner, and 


shoot the man who peaks out of an alcove. 

| 13 . Enter the ventilation shaft near the 
vending machine. 

| 14 . Stop at the end of the ventilation shaft. Equip 
| the shotgun, shoot one guy in the head and then 
j jump out and shoot the other, 
j 15 . Shoot the two men who are preoccupied with 
I the police outside or wait for them to die. 

16 . Run behind the reception desk, shoot the 
| Agency man, and activate the door switch. 

! 17 . Checkpoint: Go downstairs, peak around the 
I corner, and strafe the three men with the machine- 
| gun. You can get all three of them in one motion. 

| 18 . If you missed one of the last three men, one 
j will be in the hall past the boiler room. Hide behind 


COLORADOi USA: 

WRECKAGE SITE 

£ 

+ 

The plane wreck level is fairly I 
straightforward. Here are a few j 
things to consider. j 

Behind the tail of the plane, j 
there's an M-79 Grenade Launcher, j 
In front of the tail are the 'Data I 

Discs 1 , but the box is empty! Archer j 

* 

stole them! He 1 !! come up behind j 
you with a gun aimed at your head. If j 
you take off after him, he will give I 


chase. Don't waste your ammo. You 
can’t hit him until he reaches the 
wrecked cockpit area. 

Run to the second mound in 
front of the cockpit (It's easier to hit 
him from the second mound 
because of the chopper’s flight 
angle), equip the Sniper Rifle, and 
take aim at Archer, who is hanging 
on to the chopper. Shoot him in the 
head. Do not use grenades or the 
chopper will explode and with it, the 
Data Discs. 


nOSCOW, RUSSIAN REPUBLIC: 
CLUB 3E 


1. Clear out the Body Guards from the top level. 

2 . Jump down and take out the remaining men on 
the floor. 

3 . Checkpoint: Run into the hallway and roll into the 
alcove. Peek around and shoot the man in the hail. 


i distance. Kill him to get 
| the discs. Mission complete. 


COLORADO, USA: ROCKY 
MOUNTAINS 


1. Guide the Parachute down to Kawalski and the 
two GIs. 

2. Talk to the Communications Gl. 

3 . Follow the two GIs down through the 


subterranean passage. 

4. Enter the cave and follow it to the Waterfall. 

5 . Get the Transponder and hang drop into the 
ravine to the cave below and the H11. 

6. Return to the two GIs in tunnel (4). Keep running 
to avoid being buried in the cave in. 

7 . Return to Kawalski ( 1 } to retrieve the C4. Run into 
the next cave (3). 

8. Checkpoint: Take the C4 and return to area (7). 

9 . Pick off the soldiers from behind large rock. The 
Air Taser is on a ledge over the mountain ledge 
behind this large rock (F). 

10. Checkpoint: Climb the rocks and activate the 
Transponder Signal. 

11 . Checkpoint: Return to the Cave in (4), press 
the Triangle Button near the snow blockage, and 
Clear out! 

12 . As you exit the cave {4), try to kill as many of the 
parachuting Agents before they touch ground. Try 
the Air Taser here. 


13 . Checkpoint: Head to the Agency Snipers area. 

14. Agency Snipers: Roll as you run towards the GIs 
near the trees. Climb up on the opposite side of the 
rock. Chase and fire on the sniper as he crosses the 
bridge. Checkpoint: Peek around the next rock and 
aim for a headshot on the remaining sniper. 

15 . Walk down this path, then turn back when the 
GIs scream for help. Return and shoot all of the 
Agency soldiers. 

16 . Leave the area when all objectives are met. 


ITEMS 

A. Flak Jacket 

B. Ml 6 

C. H11 

D. Flak Jacket 

E. Flak Jacket 

F. Air Taser 

G. Grenades 


COLORADO, USA: 

UNITED PACIFIC TRAIN 
101 

This mission is a continuation of 
the last and the only difference is 


that in this mission 
there are a few cargo 
cars that can be 
skipped across using 
the stacked crates. 
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the corner and shoot the men that appear. 

19. A man will run by in the following room, shoot 
him first then get the guy by the stairs. 

20, Run into the next room, shoot the grenade- 
thrower, go around the corner, and get the 
grenades out of the chest (B). 

21, Stay behind the wall and shoot the two guards. 

22 . Checkpoint: Kick in the blue door and exit. 

. Run into 
the dance- 
r o o m 
behind the 
left speaker 
for cover. 
Shoot the 
man who 
drops down 
and then 
the one 


Moscow 


INDUSTRIAL DISTRICT 

1. There's a Fiak Jacket in the police car to the right. 
Gregorov runs off to the east. 

2. In the east alley, there's a grenade thrower on 
the roof, two soldiers rushing towards you, and if 
you are early enough, there are two Militiamen 
shooting at the guy on the roof. Stay away 
from them! Join in at shooting the guy on the 
roof from a safe distance, then get the two 
approaching soldiers. 

3. At the tunnel, hide behind the wall and take out 
the two soldiers that appear. 


who is behind the opposite speaker. 

24. Move under the walkway and toss a grenade 
up to destroy the guy who is tossing grenades 
down at you. Use the LI aim for accuracy. Move 
out of the way after you toss the grenade so the 
burning corpse won't fall on you. 

25. Climb up the speakers and up to the upper 
level. Hide behind the corner in the next room and 
shoot the man at the end of the hallway. 

26. Downstairs you will find a few dead 
Agency Operatives. 

27. The Militia will fire at you as you run across the 
dead bodies collecting armor on your way to the 
bathroom across the hallway. Don't kill the Militia! 

28. Shoot the man in the iast bathroom stall. Shoot 
the window above the lockers and climb out. 
Mission over. 


ITEMS 

A. Shotgun 

B. Grenades 


4. Head to the police cars in front of Club 32. These 
police are too busy dealing with the Agency men 
inside to notice you taking the Tear Gas from the 
car (passenger door). Checkpoint: They'll shoot at 
you when the checkpoint is made, so run to the 
nearest alcove and then continue north. 

5. Stop before the intersection. A car careens into 
two men. Head behind the bus stop shelter. 

6 . Shoot the two snipers off the roof above the red 
car. Go to that area and collect the ammo. 

7. Run into the intersection and the Militia will rush 
you. Back off a bit so they won't kill you. Enter the 
intersection again with the Tear Gas equipped. Use 
the teargas on the Militia until all of them are down, 

When you reach the end of this street, 
Gregorov will aim at your head. Roll and then 
chase him again. 

9. A car will try to run you over. Roll into the 
nearest doorway and the car will race by and 
run into a dead end. Checkpoint. 

10. Pull yourself up to the top of the car in 
between the flames and climb up the wall. 

11 . Chase Gregorov around the corner, up a 
wail, across two buildings (on the second 
jump, you must pull up and scram before 
getting shot!). After you slide down a small 


roof, shoot the guy on the next building, then jump 
down to the street, 

12 . Checkpoint: When the two cars come at you, 

grab onto the bar above. They'll race beneath your 

* 

feet! Turn back and stand near the bar and use the 
Sniper Rifle to take out the Operatives near these 
cars, in the first car is the PK-102. 

13. There are three grenade throwers that toss 
grenades from the top of the buildings ahead. Stay 
away from the cars! Shoot up at them with the Biz- 
2 and run to the end of the street. 

14. When you see Gregorov and he has a fix on 
your head, hide behind the red cars. Get closer to 
him when he runs further away. 

15. Just keep rolling and ducking behind cars and 
chasing Gregorov. If a car starts to smoke from the 
abuse, move! 

16. Checkpoint: There are speeders here who 
don't know that pedestrians have the right of way. 

ITEMS 

A. Flak Jacket 

B. Tear Gas Launcher 

C. PK-102 


SIBERIA -i RUSSIAN REPUBLIC: 

ALJIR PRISON 

1. Switch to the Hand Taser and save the crossbow 
arrows for the tough spots. 

2 . Creep up to the guard and zap him before he 
reaches the next hallway. 

3. When the lady guard leaves the gate, take off run¬ 


ning down the hallway. 

4. Enter the next room and the following hallway to 
the right. 

5. Sneak up behind the guard and zap him. Return 
the way you came. 

6 . Sneak up behind the Guard near the column and 
zap him, and then quickly head for the wall near the 
female guard. When she passes by, zap her. 


7. Head down the east hallway. 

8 . Stop just before the next door to the left, and wait 
for the guard to appear. While crouched down, 
shock him! 

9. Enter the prison block and stop at the corner. 

10. Watch the two guards' patrol patterns. 

11. When the guard on your side walks away, follow 
him and start creeping as you round the turn. Sneak 


MOSCOW, RUSSIAN 
REPUBLIC: VOLKOV PARK 
(GREGOROV) 

1. You’re alone in the park with 
Gregorov and you're armed only with 
the Taser. If you get too close, no 

I 

matter what you hide behind, he'll 
shoot you in the head! 

2. Gregorov will not enter the center 
statue area, so go to one side of the 


statue while Gregorov is on the other 
to find time to aim and shoot out the 
four streetlights. Keep an eye on his 
position using the small map in the 
bottom left corner. Once you are in 
night-vision mode, all you have to do 
is sneak up behind him and zap him 
with your Hand Taser. 


and use your sniper skills against 
them. When you reach the bridge, 
run down the stairs and head out 
of sight. Inch your way back to the 
bridge, taking out the enemy with 
the sniper rifle as they come into 
view. When you run to the next 
park, the mission ends. 


MOSCOW, RUSSIAN 
REPUBLIC: VOLKOV 
PARK 


This is another quick mission if you 
know the details. 

Just keep close to Gregorov, 
but not dose enough to get shot. 
As you approach him, he takes off 
into the next park 

Be careful of the many snipers 





































into the open cellblock to the right. When he walks 
into the cellblock, you should be behind the door 
ready to shock him as he faces the back wail. 




1. The four guards can be taken out from the pro¬ 
tection of the room you begin in. Watch for the 
sneaky one to enter your area! 

2. In the Celibiock area, shoot the four guards from 
the safety of the hallway you just came through. 

3. The four guards in the stairways can easily be 
taken out by playing 'peek-a-shoot.' The same goes 
for the last one down the hallway. 

4. Kick in the red door and shoot the two snipers on 
the roof. Midway up the staircase, you will be 
greeted by two shotgun-wielding guards. Return 
fire with your own shotgun. 

5. Walk into the next room with the dead guards 
lying around that you didn't kill. Checkpoint: do a 
quick turnaround and run for the previous hallway 
for cover. Shoot the two guards by peeking around 
the corner. 

6 . Checkpoint: When you reach Gregorov and 
after the FMV, there'll be guards coming in 
from both directions, so you have to master the 
"quick-turnaround." 

7. Clear the room of three guards and Gregorov will 
move up. Careful in the next hall, there's a well- 
armored, shotgun-toting guard there. 

8. Checkpoint: Around the next hallway, you will 
see three prisoners executed and just behind 
them, two cold-blooded guards. Take them out. 
Before opening the red door, head down the hall 
and get the Flak Jacket near the gate (A). 

9. Enter the cellblock area through the red door and 
then quickly turn back. When Gregorov throws the 
smoke grenade, follow him and shoot the lock on 





1. Make two right turns and a left as you exit 
the room. 

2. Walk slowly when you pass the guard looking 
into the lab window. Follow the Lab worker up the 
ramp, but don't get too close. 

3 . Stop at the top of the ramp and wait for the 
worker AND the guard to pass. Run into the oppo¬ 
site hallway. 

4 . Wait behind the crates for the guard to pass, 
then continue down the hall. 


Watch for the guard across the bridge and take off 
to the east when his back is turned, 

12. Stop at the next corner and peek around the 
edge and wait for two of the four guards to leave. 
Then wait for the remaining two to settle in their 
positions. Creep up to the eoge of the broken rail, 
hang from the edge, and strafe the guards. Pull up 
near the next railing and exit this area. 

13. Creep up behind the male and female guards 
and zap them. Checkpoint: Prisoner saved. 

14. Run back the way you came and take the hall 
to the left. Two guards walk down the sloped hall¬ 
way. Don't bother with them. Take the elevator 
down to the lower level. 

15. Lower level: walk along the north wall and look 
around the corner. Two guards are approaching. 
Jump down into the elevator shaft and then hang 
onto the side of the shaft. Use the LI button to 
watch the guard as he comes and goes. 

16. When the guard joins the second in the next 


room, creep past them undetected. 

17. Creep up and Taser the guard in the 
next hallway. 

18. Checkpoint: Run up and hide to the right of the 
gate. When it opens and the guard passes through, 
creep in behind him to the right. 

19. Checkpoint: Sneak up behind the control desk 
and zap the lady guard, then activate the right 
switch, This will open the next gate, allowing 
another guard to come in. From behind the opened 
gate, come up behind the entering guard and Taser 
him when he stops near the desk. Enter the 
next hallway. 

20. Position yourself before the next doorway and 
wait for the guard in the next room to walk away 
from the door, then move in and Taser him. 

21. Run and then sneak up behind the man at the 
end of the hallway and zap him. 

22. Enter the next room. An FMV will begin and the 
mission will end. 



the security gate, but don't enter yet. 

10. Follow the walkway around while Gregorov 
runs ahead through the security gate. Shoot 
beyond the burning man at the guard at the end of 
the walkway. Be quick! He has a teargas launcher. 
Take the Teargas Launcher (BJ and join Gregorov in 
the next area through the security gate. 

11. Use the teargas on the crazed inmates and 
jump down into the room below. Objective met! 

12. After killing the four guards in this area, go back 
and give Gregorov a weapon. 

13. The groups of two guards that you two meet 
are no match for your combined firepower. 

14. At this point, around the last corner, Gregorov 
will scream, "Behind us!" Turn around and attack 
another pair of guards and return to your 
previous direction. 

15. Checkpoint: Kick in the red door that leads to 
the outside and run through the compound. There 


are quit a few guards, but no reason to kill them all. 
Just run. 

16. The two guards on the ground are the only 
ones to be concerned about. They can wear down 
old Gregorov! Shoot each of them at close range 
with the shotgun. 

17. Run into the elevator and hit the switch. Even if 
you don't see Gregorov with you, he will magically 
appear when you reach the top floor, 

18. Run in front of Gregorov on the top floor, only 
focusing on shooting the guards on your level 
ahead of you. 

19. Reach the end of the walkway and the 
mission ends. 


ITEMS 

A. Flak Jacket 

B. Teargas Launcher 





5. Wait behind the last stack of crates in the hall¬ 
way. Follow behind the patrolling guard as he 
moves around the corner. 

6 . Stay behind the crates that he stops behind and 
then as he moves around them, pass by him by 
entering the area he just left. 

7. Checkpoint: In the next hall, take a right into the 
A1 door. 

8. Sneak past the guard and take the Knife from of 
the gurney (A). 

9. Enter the next A1 door and then the small north 
door just on the other side when the coast is clear. 


10. Checkpoint, Security Net: Access the comput¬ 
er in this room to view a map in your options menu. 

11. Head back toward the ’knife-hallway' and enter 
the door that could not be accessed before. 

12. Head out into the next hallway and knife the 
guard. Take his K3G4. 

13. Enter the room to the southeast and kill the 
surrendering lab-workers. Your gear is in the 
locker. Checkpoint. 

14. Use your sniper rifle to take out the two 

guards (top and bottom levels} in the prison 
area. Checkpoint y 
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15. Return upstairs and exit the prison area through 
the north door. Enter the middle hallway and walk 
up to the back of the camera and scramble the sig¬ 
nal. Head north, then west and pass by the lab that 
you can't get into yet. 

16. In the intersection, take a right heading into the 
A4 sector to the north. 

17 . Checkpoint: Take a left heading west, then 
north down the next hallway. Avoid being seen by 


the guard in the hall to the left and keep walking to 
the next corner. 

18 . Shoot the guard in the head with the silenced 
9mm and proceed down the next hall to the 
next camera. 

19 . Scramble the camera and peek around the cor¬ 
ner and shoot the guard in the hall in the head with 
the silencer. 

20 . Checkpoint: At the end of the hall, shoot 

the vent and enter the 
ation shaft. 

. Checkpoint, Objective 
complete: Exit the venti¬ 
lation into the computer 
room. Follow Gershon 
to the lab. Equip the 
silenced 9mm. 

22. When the lab work¬ 
er screams and runs 
down the corridor, you 
must stop him. As soon 
as you see him, use the 
LI button to aim the 
silenced 9mm at his 
head and kill him before 
he gets too far. 

23 . Walk behind the 
control desk and press 
the Triangle button 
when the "Data Uplink" 
text appears in the cor¬ 
ner. As soon as the con¬ 



NEU YORK-, USA: AGENCY 
BIO-LAB (ESCAPE) 

1. To get rid of the Operative in the beginning, shoot 
one of the beakers of chemicals on the desk near 
him. This will blow him to smithereens. There is a 
Flak Jacket (B) and a Silenced HK-5 (A) in two dif¬ 
ferent chests in this room. 

2. Enter the next room, shoot the ventilation shaft 
cover and enter the ducts again. This will be the 
theme of the level. 

3 . In the hallway, run to the north, take three lefts, 
and the next two rights. Avoid contact at all costs! 
just run. 


4. Shoot the vent cover and enter the shaft by 
standing on the computer desk. Follow this duct¬ 
work to the end. 

5. Checkpoint: Follow the shaft to the morgue, 
shoot the vent cover in this room and enter the ven¬ 
tilation once again. Follow it to the end. 

6 . Take the Weapons Cache from the locker and 
shoot the vent cover in the corner. Follow the duct¬ 
work to the next hallway. 

7 . Equip the M-79 and target the furthest guard in 
the hallway to save a grenade. 

8. Head down the hallway and use it again on the 
Agency man blocking the doorway. Enter the next 
hallway and blast the guy at the end of the corridor. 

9 . Shoot the vent cover 
;ated midway on the 
right wall in the 
hallway. Follow this 
duct to the drop off 
area. To jump to the 
other side, just line 
Gabe up and 
push forward to hit 
the middle of the 
opposite wall. 

10. Checkpoint: You 
find Ramirez dead 
outside of his cell... 
chance or fate? Take 



NEW YORKt USA: SLUHS DISTRICT 

1. Kill the Agency man who runs at you from around 
the corner. If you need a Flak Jacket (A), there is 
one around the corner. 

2. If you got the Air Taser in the first mission, it 


works like a charm in this area. Kill the sniper on the 
rooftop down the street near the truck. 

3. There's an Agency man in the doorway to the 
right, another sniper on the roof to the left and 
another man in the basement stairway to the left. 
Make sure to take the G-18 (B) from the ally.This is 


nection is made, guards storm the room. 

24 . Run and roll behind the nearest computer 
tower. This is the safest place to stay out of harm's 
way. Play Peek-a-shoot with all of the intruders. 

25 . Return to the prison area where Ramirez is 
being held. Go through the previously inaccessible 
door on the second floor. Enter the B1 door and | 
then the lab. 

26 . In the lab, quickly gun down everyone in sight 
with a silenced weapon, except for Chance behind 
bars. Be careful not to be seen by the lab worker in 
the glass room on the second floor. 

27 . Checkpoint: Walk up the ramp in the back of the 
room and throw the switch on the glass enclosure | 
to gas the lab worker inside. 

28 . Enter the door at the top of the ramp. Shoot the 
guard in the head with the silenced 9mm. 

29 . Checkpoint: At the end of the hall, you will see 
Aramov in a observation room. Jump down and 
shoot the lab worker in the head with a silencer. 

30 . Shoot and enter the ventilation shaft at the end 
of the B3 hallway. 

31 . Shoot the cover off the shaft. Shoot the lab 
worker in the head, then jump down into the 
room below. 

32 . Enter the next room to the west and get the 
vaccine from Aramov. This mission is complete. 


A. Knife 

B. Combat Gear 

_/ 


I the M-79 Ammo from the crate outside of his cell 
I (D). Move back into the cell, equip the M-79, and 
I take aim towards the ramp on the opposite side 
j of the room. When the Agency soldier runs by, 

| blast him. 

j 11. Run up the ramp, and at the top, shoot the two ! 
j men in the same room on this upper level and the 
j man in the elevator room to the west. i 

! 12. Run to the west side of the room near the ele- I 

■ I 

- 

j vator room, turn left and blast the Agency soldier by 
I the next doorway. 

j 13 . Walk into the small hallway to the next room 
j with the LI Button pressed and ready to fire as 
j soon as the last Agency man jumps into view. You 
I may need to back up to keep from getting too close 
j to your own explosion. Enter this room when his 
fire goes out. 

j 14 . Activate the computer to make the elevator 
j operational then turn around and blast the 
j last cowboy. 

I 15 . Leave the room to the left and approach the ele- 
! vator. Mission complete. 

i 

| T T r H S 

A. Silenced HK-5 | 

B. Flak Jacket 

C. Weapons Cache -Flak Jacket, M-79, Silenced 1 

HK-5 ammo / 

D. M-79 / 


when the roof sniper will attack. Taser, Taser! 

4. Peek around the corner to get the guy on the 
stairs; his armor won't allow the Taser to penetrate. 

5. Shoot the lock off the Pawnshop door and enter. 
As you enter, two men will run in from the back 
room and begin shooting. The glass between you 


/ 
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and these men must be shattered before any 
one is actually hit by bullets. 

6 . There is a Grenade Thrower on the top of the 
building across the street. He comes to play 
when you enter the Pawn Shop, so don't run 
back out into the street. 

7 . Be careful! Around the corner in the hallway 
there is an Agency man tucked away in the cor¬ 
ner and he's is easy to overlook, but wiil shoot 
you in the back if you run by. 

8 . Checkpoint: Get the M-16 (C) in the corner. 

9 . Peek around the door and up towards the 
window to the west. Shoot the sniper in the 
head and head down the ally. 

10. Grab the Flak Jacket (D). Climb the dump¬ 
ster to the roof and shoot the Agency man. 
Checkpoint. Use the heating unit to climb to the 
next roof and hide at the wall in front of you. 

11 . Peek around the corner and take out the 
Operative on your level and the one who's on 
the roof. 

12. Hang jump down to the of the motel awning 
below. Jump down to the street and take the 
Flak Jacket (E) from around the corner or save it 
for later. You will be returning to this area. 

13 . When you reach the next street. Agency 
men will appear in the area you just left. Either 
deal with them now, or wait until later. If 
you have the Air Taser, it will eliminate all of 
these men. 

14 . Go down the stairs located near the north 
ally and into the burning basement. Follow the 


halls 
around 
while 
avoiding all 
fire. 

15 . There will be 
three Agency men in 
two directions. You can use the Air Taser or back 
up into the previous room and do some peeking 
and shooting. 

16. Stand on the weakened floor and drop to the 
level below. Pull the Sprinkler System Control 
switch and turn around and kill the two Agency- 
men running down the ramp. Return to the 
upper level. Walk around the hole in the floor 
you dropped through and head into the hallway. 

17 . A sniper will run out of a burning room into 
the hallway you are standing in and leave behind 
a Flak Jacket and Silenced Sniper Rifle Ammo. 
Proceed into the next hallway. 

18 . From outside of the next room, shoot into 
the room and get the Agency man behind the 
overturned table and the one in the back corner 
of the room. Enter the room, stand on the table, 
and pull yourself up to the room above. 

19 . Checkpoint: Outside in the hall is a S.W.A.T. 
officer calling for backup. Don't kill him! From 
around the hallway, two men will rush towards 
you and take him out themselves. Run back into 
the room and wait for one of the Agency men to 
run in there with you. He will stop near the hole 
in the floor. Shoot him and he will fall into the 
hole. Peek around the doorway and shoot 
the other man who's throwing grenades out in 
the hall. 

20. Shoot the Agency man behind the over¬ 
turned table in the next room. Do not enter yet! 
Wait for the second man to run out into the hall 
and then shoot him in the back. 

21 . Another Agency man will run at you when 


A. Flak Jacket 

B. G-18 

C. M-16 

D. Flak Jacket 

E. Flak Jacket | 

F. Dirty Laundry: Found in the washers in the 
same room where you dropped down through 
the weakened floor in the burning building. This 
will open an extra arena in two-player mode. ] 

G. Flak Jacket / 

H. G-18 / 

/ 

/ 

/ 


you approach the next 
way. Let him have it! 

22 . Sniper Room. Peek 
around the doorway into the 
room from the hallway and 
get a head shot on the sniper 
and fire! Jump through the 
window in this room and out 
into the street. 

23 . Return to the Motel area 
near the north alley and 
attack the three Agency men 
there. Pick up the Flak Jacket 
(E) around the corner if you 
have not already. 

24 . Checkpoint: Enter the 
north alley, kill the Agency 
man and roll under the fence. 

25 . As you walk out into the 
street, a S.W.A.T. officer tries 
to arrest you, then shoots at 
you. Take cover, but watch as 

a black van careens into him! 
Two Agency men come running out 
of the nearby street and start to attack 
you. Stay covered and pick the one off 
near the dumpster. 

26 . Around the corner from where the van 
came is the other Agency man. Peek around the 
corner and shoot him in the head, 

27 . Hide behind the van and shoot back at last 
Agency man on the rooftop. 

28 . For some reason, the Agency man in the 
next building won't shoot at you if you are out in 
the street in plain sight. Kill him and enter 
this building. 

29 . Before exiting this building, pick up the G-18 
(H) from behind the desk in the back room. 

30 . Walk up to S.W.A.T. officer behind the 
patrol car. 

31 . Checkpoint: After talking to the S.W.A.T. offi¬ 
cer, you receive a checkpoint. Immediately start 
firing at the sniper in the window to the left and 
then work on the other who the S.W.A.T. officer 
is shooting at. 

32 . Checkpoint: Stay away from S.W.A.T. officer 
around the corner who will shoot you on sight. 
Head upstairs and shoot the man there. Head 
into the first room that you come to. 

33. Shoot the sniper from around the wall he's 
behind. If he's not there, then you killed him 
earlier when you were offering cover for the 
SWAT officer. 

34 . same as above 

35. Shoot the Agency man in the stairwell and 
the mission ends with Stevens' failed attempt at 
executing Teresa. 
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1. Teresa gives you a .45. Follow her to the sewage j 

pool and try saving ammo for only the enemies that | 
are in your pathway. These guys don't stop coming, j 
no matter how many you kill, so only kill the nec- j 
essary ones. j 

2 . Checkpoint: Head back to the area you just came j 
from and head north to the room on the left side of ! 
the sewage channel. Shoot the two guards inside, j 

3. Checkpoint: Activate the Sewage Drain Control j 

i 

in the back room. Turnaround and from behind the I 

wall, shoot the entering Agency men before they j 

* 

can toss grenades into the room with you. Return | 
to Teresa (2). j 

4. Checkpoint: Jump down into the sewage pool j 

walkway and pull up on the right walkway of the j 
first hallway to the left. Shoot your way all the way j 
to the second right turn. j 

5. Look around into the control room and kill the j 

two guards and then the one to the north. I 

6 . Checkpoint: Take the Flak Jacket in the nook, j 
Face north and jump up to the pipe above. Strafe I 
across and stop a quarter of the way to shoot I 

Agency men that appear below. Teresa will help j 

■ 

you out. j 

7 . Level B Checkpoint: In the garage with Teresa, j 
shoot the man behind the van by shooting the van | 
while he is behind it. Look around the wall to your j 
right and shoot the man standing in the open, and j 
then run to the wall near the van. As you do, the j 


man behind the wall will run in the direction of the 
last guy you killed near the ramp. Kill 'em and head 
up to the next level, via the ramp. 

8 . Level 1. Run into the parking garage to the oppo- [ 

site side to avoid being hit by the racing van. j 

9 . Stop short of Teresa's location and use the 
manual aim to shoot the sniper that runs at her 
from behind. Follow Teresa's request and walk 
over to the door that she throws the smoke 5 
grenade into. Shoot all the Agency men as they run \ 
out for air. Collect all of M-79s for the trip up the 

1 

stairs — checkpoint. j 

10. On the way up the stairs, use an automatic for 
the single guards and then switch to the M-79 j 
when dealing with teams of two. 

11 . Shoot the man running behind a van with 
grenades. You can actually shoot the man hiding j 
behind the van in the foot enough that he will die. 
Two other men come from the upper level. Take j 
them both out and Teresa will appear with Stevens. 

12. When you are given the chance, kill Stevens. If 
you don't, he'll grab his gun and try to kill you. On 
the roof ,you are double-crossed by Chance and he j 
kills Teresa! 


A. Flak Jacket 

B. Flak Jacket 




And that's how you beat Syphon Filter 2. Of course, 
we'd expect you to try to beat the game without con¬ 
sulting this guide (after all, we did... how do you think 
we wrote this dam thing, anyway?}, but we're always 
glad to help out a gamer in trouble. 

Remember to make good use of the Peek-a Boo and 
Peek-a-Shoot methods. They'll help you find and fix 


1. Shoot Chance to keep 
him from shooting you in 
the stairway. Run out of 
the door to the right and 
head for the nose of the 
helicopter. Run around to 
the other side of the heli¬ 
copter and quickly take 
the Flak Jacket, if you 
need armor. Next, roll 
under the helicopter tail 
(not touching the rear 
blades) and take the 
UAS-12 from the crate in 
the helicopter and then 
roll back under and run 
for the down ramp and 
collect your bearings. 

2. Equip the UAS-12 and 
get ready to run to 
the helicopter when 
Chance's grenade 
attacks have slowed up. 
Chance should be 
between you and the 


rear of the helicopter or some¬ 
where close to that. 

3 . Position yourself so that the 
rear blades of the helicopter, 
Chance (in the middle), and 
you, are all in a nice straight 
line. You only have 12 rounds, 
so make them count and don't 
fire them off too fast. With each 
hit (you can use the auto aim of 
the LI Button) Chance will 
recoil backwards and hopefully 
into the moving rear blades of 
the helicopter, killing him 
instantly. Congratulations, you 
have just beaten the game! 
Save your game and now all 
the missions will be open to 
replay at your choice. 


A. Flak Jacket 

B. UAS-12 


P 


your enemy, while keeping the number of holes in your 
head from unexpectantly increasing. 

Good luck and good hunting! 
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| rant Mission III is a massively huge game with amazing 
depth! There are 68 to 70 normal gameplay stages in this 


turn-based strategy from Squaresoft, with 85 stages total. 
The only way to play all of them is to save your game before the 
event-changing stages and then go back and make a different 
choice. In the following strategy, we tell you about these critical 


mm 

mission rre 



turning points and when they occur, as well as all the possible 
results from your actions. A walkthrough is not necessary for each 
stage, but we have put together some crucial battle strategies to 
help you in just about any combat situation you’ll face. With this 
strategy, there is no way you can lose and you definitely won’t miss 
a thing! 


► ► ► 


► ►►►►► 


► ► ► ► 




► ► ► ► 








► ► ► 




► ► ► 



Looking at the Stages on the Front Mission tree-graphic, you 
will notice the four different sections that branch off to dif¬ 
ferent Stages. These are Stages that result from the choices 
you make in previous Stages or pre-stage events. The fol¬ 
lowing is an account of these areas and the consequences 
of your decisions. 



iVlriiErTi'iiii. 


its first turn. Don't move towards 

- 

your first few turns. Instead, head t< 

. 

the dune and concentrate the maic 


giving you more time''to tear it 


Trek across 
the dune and 
wait for the 
enemy to come 


the condition 


-f 'Change weapon 



sks* 


Choose between Alpine Detour or the Front The Front Gate route is easier and has one 
Gate. Your choice will affect the next four to less stage to battle in, plus you gain a new 
five Stages. party member, Jose. 


ml 

m 


»?3sNES! 



YOKOSUKA BASE x 4 


KAMARIYA JC x 3 


YOKOHAMA 


HONMOKUFUTO x 2 


WILSON CLIFFS 



D estroy Cade nza 
SUMATRA 


Cadenza Escapes 


CHOA CHU KANG 


SARILAR FARM 

■ 




SUMATRA 


WEAPON FACTORY 


TAAL NAVAL BASE 


Route A (Front Gate) 



FRONT GATE x 2 


ALPINE DETOUR 


FRONT GATE 


L 


Route B (Alpine Detour) 



FRONT GATE 



BA KUI DAM 

■ I 


DAM DESTROYED 




DAM SPARED 
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Ch^n^ii weapon 


Target the water 
level space below the 
orange arrow on the 
dam to destroy the 
flood gate. 


mm 










If you destroyed the Dam, you will follow one scenario through either Xinzhu or 
Yingko until you reach the DHZ Factory, two Stages away. If you did not destroy 
the Dam, then you will follow another Scenario through the next two Stages, start¬ 
ing with Xinzhu or Yingko, which also affect the scenarios of following stage — 
Taipei Suburb, Rural Village, or Taiwan Farm. There are eight entirely different 
Stages included, but you only need to play two to get to the Factory. 

Xinzhu or Yuingo, it's your choice. The one you make will determine what the 
following Stage will be. In each scenario, you will face different enemies. If you 
take one route, you'd think you'd miss out on four Stages, right? Not true. You'll 
miss out on six Stages! So keep a save before the Ba Kui Dam if you want to play 
them all and then determine for yourself the best condition and experience of your 
party after all is said and done. 


: Y- : v^Y/: 


From an in-battle perspective, this is the least noticeable scenario change in 
the Cadenza in the stage, 'Wilson Cliffs,' then you would have recruited Yun { 
after. And if she is already in your party, then you would play through Wuzhou 
without any sxtra concsrn for Yun. But, if you lot th© Cadonza oscap©, back in 
Base will become a trial battle for Yun to prove her worth to your team. The; 
be slightly different in this scenario. 


11 

o':. :■ 




same 




Girl : 

Myname's Moneymaker! 


A Moneymaker joins your party for the first time at A Wuzhou Base becomes a trial baftli 
Hua Lian Rebels Guangzhou Headquarters if you let (Moneymaker) if she just joined your party, 
the Cadenza escape back at Wilson Cliffs. - 


Destroyed Cadenza at Wilson Cliffs 


WUZHOU BASE 


LONGSHENG 


GUILIN 


YU 
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Xinzhu or Yingko? It's up to you, where In one version of Xinzhu, you will face a 
will you go?. couple of Chixuan-6 helicopters. In anoth- 

_ er, they will be substituted with APCs! 


VifiKka^— 


b 

So word fro is CHARLIE 
I don't know what's tJf>t 
so ho o.o oful. 


Before you start the Ba Kui Dam and if you have Jose in your 

1 f 

party, you may want to change parts and upgrade him before 
you begin. At the Dam, you will be faced with a choice of either 
destroying the Dam -washing away the enemy Wanzers that 
stand downstream, or leaving it alone and continuing undetect¬ 
ed. If you choose to destroy the dam, make sure that the enemy 
Wanzer is directly in line, downstream, with the gate that will be 
shot at. If the water misses the target, you've blown your cover 
for nothing. The choice you make will determine what two 
Stages will follow Ba Kui Dam. But it gets a little more confus¬ 
ing than that at the end of this Stage... so read on. 


Make sure that the 
Wanzer you want to 
drown has moved in 
the path of the water 
flowing from the bro¬ 
ken flood gate. 


DHZ FACTORY x 2 
USN EMBASSY 
TAIP E I 

FUTAI TUNNEL x 3 
OIL FIELD 
YIZHANG 


WUZHOU BASE 
LONGSHENG 
GUILIN 














































































































































































































































Don't underestimate the power of a pilot! Sometimes 
their low-damage attack can result in an ejection of 
your own! If you do eject an enemy pilot, it's usually 
best to concentrate the full team's attack on that lone 
pilot. The time spent on killing the pilot and his counter 
damage is much less than what can be expected 
when attacking him if he were in his VVanzer. 


rare, but the Anti-F is the best defense against 
Missile attacks. Use Anti-Fire only if you know you 
are going up against a lot of helicopters or missile 
launching Wanzers. 


EJECT, EJECT, EJECT! 

The Eject option is such a great feature! There are a 
lot of good reasons to Eject, but the most significant 
one being high VVanzer body damage. Many a battle 
has been won by abandoning a Wanzer that's taken 
a serious flogging, and jumping into a lesser dam¬ 
aged Wanzer. 

When out of the Wanzer, you're extremely vulner¬ 
able to enemy fire. Certain weapons are more effec¬ 
tive at killing a "naked" pilot, but we'll go further into 
that in the next tip. You should get into a Wanzer on 
the very next turn after being uncontrollably or pur¬ 
posely ejected, 


< Anti-I, Anti- 
P, and Anti-F 
protects you 
from Impact, 
Piercing, and 
Fire attacks. 


IEARNING NEW BATTLE SKILLS 

When you have the opportunity to learn a new battle 
skill, yet you do not want to replace a favorite because 
of the lack of space in your computer, accept the new 
one and then choose your favorites in the Setup Menu 
after the Stage is over. This way, you will have learned 
the new Battle Skill and have the option to use it 
later when you have a Computer that can handle 
more battle skills. 


► By upgrad¬ 
ing the Def-C 
Upgrade, Acc 
Upgrade, and 
the Eva 

Upgrade, you 
can add cer¬ 
tain amounts 
of AP to these 
areas just 
before you 
go into battle. 




4 Step up to 
the space 
adjacent to 
the empty 
Wanzer you 
would like 
to enter and 
choose the 
eject option. 


■4 Never pass 
up a new 
Battle Skill. 
You can 
always equip 
the replaced 
favorite after 
the Stage is 
finally over. 


LET THE ENEMY COME TO YOU 

Always have at least one Missile Launching Wanzer in 
your party with a couple Missile reloads in the back¬ 
pack. Hang back in battles to allow the enemy 
Wanzers come to you. Pick off the enemy as much as 
possible before choosing close combat, and for the 
most part, always attack one enemy with all four of 
your Wanzers. Keep the Missile Launcher as far out of 
harm's way as possible; missiles don't loose their HP 
damage with distance. 

A lot of times, the enemy only moves in when 
their numbers are reduced. If an armless enemy near 
you is still alive, the other Wanzers may not move in 
because his presence is still detected, even though it 
is no threat to you anymore. You can use this flaw in 
the enemy Al to your advantage. You can leave the 
damaged enemy Wanzer and sneak up on the remain¬ 
ing enemies one at a time, using your Missile 
Launcher as the initial attack as your other troops 
move in for the kill. 






Did you know that you could eject from one Wanzer 
into another in one turn? It's true. Just step up to the 
space adjacent to the empty Wanzer you would like to 
enter and choose the eject option, then highlight that 
Wanzer and presto, you're in! Before you confirm your 
choice, you can set your character's AP as you would 
in the beginning of the stage. Enemy Wanzers are no 
exception as long as they are empty. 


When the enemy waves the white flag and declare 
they surrender or Checking Morale, don't believe 
them until their health meters turn white. Only then 
have they truly surrendered. Attack them again until 
the meter turns white; only then will they become 
your prisoners. Be careful with the force you use 
when they're low on health. Try using a Melee attack 
if they are heavily damaged and still not completely 
surrendered. Captured Wanzers can be used for parts, 
exchanging, or sold for cash. Try capturing Wanzers in 


◄ Highlight the 
empty Wanzer and 
press the X button 
and you're in!. You 
will hop from one to 
the other, saving a 
vital turn. 




< You'll know 
they've truly sur¬ 
rendered when 
the health meter of 
an enemy Wanzer 
is white, their pic¬ 
ture goes black, 
and the surrender 
text is shown. 


► Set your charac 
ter's AP as yoi 
would in the begin 
ning of the stage 
then your turn ends. 




< Keep the Missile 
Launcher as far out of 
harm's way as possi¬ 
ble. Missiles don't 
loose their HP dam¬ 
age with distance. 


The option to add amounts of AP to your defense, 
Accuracy, or Evade, or even the option to choose 
which defense to use, comes into play once you reach 
the level two upgrades at the Sentosa City Shop. The 
second choice below each body part, the Def-C 
Upgrade, Acc Upgrade, and the Eva Upgrade, allow 
you to add amounts of AP to these areas just before 
you go into battle. 




► Always have at 
least one Missile 
Launching Wanzer in 
your party and hang 
back in battles to 
allow the enemy 
Wanzers come to you. 


When you successfully eject an enemy Pilot from his 
or her Wanzer or if it's a foot soldier that you are bat¬ 
tling, your choice of weapon is crucial. Long range 
weapons, such as missiles and sniper rifles, rarely hit 
the target, except in the last few stages. You will 
notice that the enemy can hit your "naked" pilots with 
missiles as if they had fluorescent targets painted on 
them. Shotguns, machine guns, and flame-throwers 
are a much better choice. With Melee weapons, you 
usually have a 50/50 chance of making contact with 
the pi ot. Always try to approach the space next to the 


Anti-1 

Anti-Impact Defense protects against Melee attacks 
and Shotgun blasts. 


When you use the shield, the shield and the arm that 
is holding the shield absorb all of the enemy's attack. 
Until you get the good shields that absorb 70% to 
90% of the damage, like the Buckler, Heavy Shield, 
and the SN-107G, buy and equip 'Recover Hi' instead 
of a 'Shield Max' or 'Repair', simply because of the 
damage your arm receives until you have these better 
shields. It's better just to replace the arm once it is 


Anti-P 

Anti- Piercing Defense protects against Missiles 
Spikes stationary guns, Rifles, and tanks. 


Anti-F 

Anti-Fire Defense protects you from fire attacks and 
Missiies. Fire attacks from flame-throwers are very 
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< The Kexi 1 's will 
continually pound 
you with missile 
attacks. Counter that 
before you begin by 
setting your defense 
to Anti-F. 


gone, which also brings back the shield attached to that 
arm. When you do get the SN-107G shield and have 
Shield Max in your backpack, you're almost invincible. 

If you are choosing to counter an attack from an 
enemy Wanzer whose health is low or Arm damage 
high, don't use the shield — use your weapon. This 
could save you a turn by eliminating the enemy with 
your counter attack before they get a hit in. 


As long as your body HP is up around 1000, you have 
SN-107G shields with Shield Max in your backpack, a 
quality weapon like the Chongta 3, Desoto M300, or 
the Arc Barrel 4, you won't have to rely so heavily on 
what Battle Skills you have at this point. While it does 
help to have nice Battle Skills like Arm Smash, Eject 
Punch, and Zoom 


► As long as your HP 
is up around 10OO 
and you have quality 
shields and weapons, 
you won't have to rely 
so heavily on what 
Battle Skills you have 
to beat the boss stage. 


etc., it is not necessary to beat the 
boss and his cronies. 

Change your Defense to Anti-F to absorb the mis¬ 
sile attacks from the four Kexi Vs. Take your toughest 
team member to the top tier to battle the boss at close 
range, while the other three attack the other Wanzers 
one at a time. Try to stay on the upper level as much as 
possible and attack the Kexi who are on the lower level. 
Have all of your Wanzers counter with the shields and 
keep an eye on their condition from turn to turn. If you 
keep getting beat, go back to the simulators and gain 
more Battle Skills and upgrade your Wanzers, 
but it you already have 


4 When you do 
gef the SN-107G 
Shield and have 
Shield Max in your 
backpack, you're 
almost invincible! 


tarnag 


◄ Attacking Lukav at 
close range makes 
him counter with a 
Melee instead of his 
nasty laser weapon 
that will shoot right 
through you when hit. 


► Keep an eye on the 
condition of your 
shield in your 
stats and when it 
reaches o/4, use the 
Shield Max to refresh 
your shield. 




► It you 
keep getting 
beat go back 
to the simu- 
\ la tors. 


Where you choose to attack the enemy is as important 
as the weapon you use and the attack itself . Here are a 
few things to keep in mind when looking for your next 
space to move into. 


Wanzer that you can't get anywhere else. You have to 
go to: Select Forum-Japan-Other-Armoredkin-BBS. 
Input the number "3" and enter. The number 555 XKR 
224 appears here now. Now go to: Select 

use 

the phone number in the Inferno Dial. 

Now you will receive a Hoshun MK112!! Included 
with this Wanzer is the Laser Weapon you went up 
against in the last battle with Lukav. You have to build 
the Wanzer manually from the parts that were scat¬ 
tered throughout your stock inventory, but it's worth it! 
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As long as you religiously check and send all email 
after every mission, these secrets will work in the 
areas written. ^/YPPPI 
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After the Sumatra Stage and before Choa Chu Kang, 
go to the City Streets before going to the Prison (doing 
so will start the next stage) and speak to the Bad Luck 
Guy. It turns out that the Bad Luck Guy is actually Dai 
Sato, the man who is on the Police Web Site who is 
listed as wanted. Send a message by manually 
inputting the address to the police at JPOLICE@0710 
to collect a reward, 


► When attacking 
tanks, step up into the 
space right next to 
them. They cannot 
counter when you are 
in this position; you 
are too close. 


< Get the phone 
number from the 
Armoredkin 
website and 
then use it at 
the Lawspite 
website. 


•4 Attack Melee ene¬ 
mies from the closest 
diagonal space to 
them. They will not 
be able to counter 
attack from this out- 
of-reach position. 


◄ Send a mes¬ 
sage by manual¬ 
ly inputting the 
address to the 
police at JPO- 
UCE@0710 to 
collect a reward. 


► Use the number 
555 XKR 224 in the 
Inferno Dial at 
Auspend/Garbagepit. 






When in Guangzhou, after the Guilin and before 
Kaimen, go to the Downtown area and talk with 
the Fat Guy. it turns out that this Fat Guy is really 
Koji Yamada, wanted for poisoning a reservoir. 
Send an email to JPOL!CE@0710 and collect the 
400 dollar reward. 


——-Try m 


After besting the Convention Center Stage, you will be 
given one last chance to save. Why, you ask? Because 
you can load this saved data and start the game over 
with all of the Battle Skills that you learned from the 
first time through. You have to reset the Battle Skills 
into your computers and you will only be able to use a 
couple of your favorites in the beginning, because the 
first computers given to you can't handle ™ 
that much data. With those Battle Skills 1 
in the beginning of the game, you should | 
be able to walk all over the enemy. I, 


WHAT YA GONNA 00... 

After the Yuping stage and before the Foshan stage, 
Marcus will get a message from Susan. If you follow 
up on these emails, it will end up in the arrest of yet 
another bad guy. Again, email JPOLICE@0710 to col¬ 
lect the reward. 


•4 Always focus the 
whole team's attack 
on Grenade Launching 
enemies to take them 
out as soon as possi¬ 
ble. Grenades can 
damage multiple units 
in one turn. Get in 
close to this aggressor 
or stay close to other 
enemy units so that 
the shrapnel will hit 
them as well. 




After the Observatory Stage, you can get a secret 
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Source: DataWorid Studies ©1999, BPA, ABC Statements and sales of one-shots from 1/99 through 12/99. 
All trademarks copyrighted by their respective owners. 




Games Business 


The only interactive 
entertainment trade 
magazine for video and 
PC gaming retailers. 
Games Business delivers 
6,000 buyers and more 
than 34,000 retailers with 
every issue. 


Official Sega 

Draamcast 

Magazine 

The insider’s look into the 
Dreamcast phenomenon 
with a special exclusive 
GD—ROM! The only place 
to get exclusive Dreamcast 
game demo previews! 
250,000 readers after just 


5 issues! 



Next Generation PC Gamer 


a 




Next Gen delivers you the 
inside info — the first to 
bring you X-Box specs, the 
first insider word on “free” 
consoles. Don’t miss out 
on what’s behind the 
scenes in the PC and 
video gaming world. Read 
what technology 
influencers reach for first! 


The best-selling PC game 
magazine in the world! 

Only in PC Gamer do 
Game enthusiasts find 
in-depth reviews, strategy, 
codes and sneak peeks at 
the hottest new games. 

PC Gamer is the best and 
most trusted source for 
PC gaming information! 


www.dailyradar.corn • www.dreamcastmagazine.com • www.gamesbusiness.com • www.next-generation.com 
www.pcgamer.com • www.pcxl.com * www.psmonline.com 
























































































































































































































































PSM: 100% 

Independent 

PleyStetlnn 

Magazine 

mm 


“Independent” PSM tells it 
like it is! — with unauthorized 
and behind the scenes info 
on the hottest launch in history, 
the PS2. 300,000 PSM readers 
count on us to provide the final 
word about everything PlayStation. 


Games Insider 

Will launch at 2.18 million 
circulation. The first true 
mass-market video and 
PC gaming publication. 
Distributed free to 
consumers at 8 major 
retailers including all U.S. 
Blockbuster, CompUSA, 
Toys R Us and Kmart 
retail stores. 
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The first lifestyle magazine 
for PC gamers. 

PC Accelerator is action, 
sports, and adventure 
games, as well as the 
latest in 3D technology! 
Informed content delivered 
with a hard-hitting, edgy, 
and laugh-out-loud attitude. 
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Every month there's usually at least one code in Code Junkies that totally blows open a game or 
increases the fun factor of a title to another level. Each montlfwe pull out those exceptional codes 
and cheat gems and award them with the dubious honor of Code Fix Of The Month. Look here for 
the hottest of the hot codes for the best games each month. 



carefully enter the cheats which 


Having trouble 
getting to the later 
missions? Just enter 
the "Move House" 
cheat to bring up a 
mission hub selec¬ 
tion option that lets 
you skip around 
the game. 


Cheat option is open 
are case sensitive. 


Akitx: ibHn 


Cheat 

All Cheats Off 
Greyam Beard 


Effect 

Turns ail cheats off 

Opens up all player ships for 

selection 

Make all upgrade items and 
player ships free of charge 
Make all weapons available in 
upgrade screen 

Give player all weapon in game 
Turn on HUB selection screen 
in front end 

Give player infinite afterburner 
Make player invincible 
Gives player infinite secondary 
weapons 

Turns players weapon overheat 


The past Colony War titles became quite difficult early 
on and featured a branching mission structure which 
made it difficult to experience all the games had to 
offer. Because of the high difficulty, the cheat codes 
which unlocked practically everything for the games 
were priceless. 

The learning curve is much easier to handle in 
Colony Wars: Red Sun , so the following codes aren't as 
crucial as those for the past two games, but helpful, 
nonetheless. To enter any of the cheats, you must first 
unlock the Cheat option by going to the Home Station 
Screen, (the screen you reach by selecting Logon} and 
press R2, R2, L2, L2, 

Ail the cheats are 3 

entered into a secret code 
entry screen found by 
entering the proper button 

combination at the Home B fl 

Station Screen. 


Armoury 


One of the best 
codes, "Break and 
Enter" gives you 
access to every 
ship and weapon 
in the game, free 
of chargel 


Big Daddy.. 
Move House 


Jalferezi. 

Awrate. 

Sly n Devious 


ROCKWROK 


Quickie 


Turn Complete and Fail Mission 
options on in Pause menu 


Crash Team Racing 

More CTR Cheats 










Now even 
more charac* 
ters from the 
Crash universe 
are playable 
without hav¬ 
ing to beat 
the game. 


4 4 A 4 4 A 4 
4 4 4 4 4 

4 4 4 4 4 4 4 
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4 4 4 4 4 

4 A 4 4 Q 4 4 4 

4 4 4 4 4 4 4 §§| 

4 4 4 4 A 4 4 4 

(The turbo track and 
three bonus battle are 
nas will now be 
unlocked} 


Komodo Joe 


with more. For those that missed them, we are reprint- 
ing the cheats that we already ran, but the new cheats 
are the best yet. To play as the bonus characters and 
activate some cheats in the versus, arcade, time trial, 


M , ■ . •• 
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Unlimited bombs. 

Unlimited Wumps Fruit 

- ’ ■? • ■ .'V' 

Unlimited masks. 




Menu while holding LI + R1. You will hear a sound 
when entered correctly. 


Extra tracks 


CTR is even more fun when you 
cheat heavily! 


■ 


The "Scrapbook" cheat unlocks a slide show of concept art and 


other materials from the entire history of Crash games from 
Naughty Dog, including this custom painting done exclusively for 
the cover of the June 98 issue of PSM by Bob Rafei of Naughty Dog. 
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Die Hard Trilogy 

Level Select And Much, Much More 


Formula One '99 

Hidden Monaco Nights Course 


We brought you the strategy last issue and now we've got the codes! There are some silly cheats, as well as 
some serious, game-busting codes to try out, including the few we ran with the strategy. Different codes affect 
different parts of the game, but the area where you enter it is noted along with the cheat. All the cheats are 
entered while the game is paused. 


CHEAT EFiASleC 


> All the cheats are entered while 
the game is paused, but be sure 
you're in the right mode: Third 
Person, Gun or Driving for the cheat 
you want to use. A message saying 
"cheat enabled" will appear in the 
upper left hand corner. Re-enter a 
cheat to disable it. 


FAusin 




Mode Applicable 

All 

3rd person. Gun 
3rd person. Gun 
3rd person 
3rd person 
3rd person 
3rd person 
3rd person 


Effect 

Invulnerable. 

All Weapons. 

infinite Ammo 
Skeleton Mode... 
Pop Top Mode ... 
Big Head mode.., 
Camera Z Dampen 
No Laser Aim 
1st Person Camera 
Funky Mode 
Electric Mode 

Slow Rocket. 

Slow Motion. 

Infinite Nitro. 

Infinite Time. 

Snake Car. 

Rain .. 

Remove Body.... 




3rd person, Gun 


5 ’ 

. 
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Entering the Funky Mode changes To make it rain in the driving 

the appearance of all enemies. levels, enter the rain code. 


um 

FHiSSp LEVEL 
DESERT HAPSA8 
CliSft? 8LMER 


P The Level Select 
and Cinema option 
will appear immedi¬ 
ately after you finish 
entering the code. 


To choose any level in the game or see any cinema go to 
the Main Menu and press LI LI 0 O □ □. Upon correct 
code entry, a Menu will appear that will let you choose the 
cinema or level of your choice. 


For an extra challenge, you have to try the Monaco 
course at night! To open the Monaco Nights course, 
you must first get a high score by racings single race 
on any course in the Grand Prix mode, Once s high 
score is achieved, enter the word NIGH I S as your 
name and the Monaco course is playable.in the Quick 
Race mode. 

If you're having trouble getting a high score, set 
the Al to easy and set the steering and brake assist to 
the maximum. Also, go for the shortest amount of 
laps, which is five. Once opened, the course can be 
saved to a memory card. 


Perhaps one of the reasons H racing doesn't take place at night 


is because the cars don't come with headlamps 



»1 

m 
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eed help on a game? Then call the people who 
|fc|:JS1 made it For your 

| the following..._.. r __ JL_ n 

I fishers. Most of the numbers are 900 toll calls, so be 
i warned—they will cost you. If you are under 18, you 
should get permission from whoever pays the phone h 

|| 

lines (other 
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Acclaim .(516) 759-7800 

Accolade .(900) 454-HINT 

Activision .(900) 680-HINT 

American Technos.1 

ASC Games. 

Ascii 

Atlus Software .(714) 852-2351 

Bandai .(310) 926-0947 

Capcom .(900) 680-2583 

Crystal Dynamics .(900) 7374767 

Data East ....(900) 454-5435 

Eidos .(900) 7734367 

Electronic Arts .(900) 2884468 

Fox Interactive .(900) 225-5436 

GT Interactive .(970) 522-1797 

Hot-B .(415) 568-9501 

Interplay .....(714) 553-6655 

Jaleco .(847) 215-1811 

KOEI ....... 1 .. (415) 348-0500 

Kokopeli .(900) 370-HINT 

Konami .(900) 896-4468 

Lucas Arts .(900) 

I W 1 1 W ■ . * , * M M * i i .I t , t * I . n I 

icroprose .....(900), 

...(903) 874-5092 

A 

Mindscape .900 737-4468 

Namco ...(900) 737-2262 

EiiTl * * ■ * • • * ■ * * * m i *» * * *■* 

Playmates .(714)428-2112 

Psygnosis .(900) 9764468 

Ready Soft ...(905) 4754801 

Sony CEA .(9(f)) 933-7669 

Sierra .(900) 370-5583 



Spectrum Holobyte 
Square Soft 
Strategic 
Technos 
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''heats ‘ 


The latest Rollcage is a true racing masterpiece, with no shortage of fun extra modes 

to play, Normally, to play them all, as well as open all the cars and other bonuses, 

■ 

you would have to play through the game, beating its various tournaments. If you 
aren t an extremely good player, then you will probably be missing out on a whole 
lot of what Rollcage: Stage ii has to offer, until you enter the following codes. One 
of them, the "Give Everything" code, is the only one you need to enter, as it does 
exactly what its name implies. These codes were supplied to us directly from ATD 
(Attention To Detail), the company behind Rollcage: Stage II 

All the codes are entered at the Password option found in the Main menu. When 
you enter them, be sure you stick the dots in the right places; there are no spaces 
between words ■ ; /r 


As you're entering codes 
into the password screen, 
remember that there are no 
spaces between words and 
pay close attention to com¬ 
mas, periods and other 
punctuation marks. 


Use left anl lisle tfrettioitl 
teutons (• select Fashion 

(He Us uS laws irettioMt 
tamos to select Lette? 






MASTERS.IS.AS.HARD.AS.NAILS.MON! 

I.WANTJT.ALLAND.LWANTIT.NOW!. 

WHEELS,. METAL,. ITS.THE.BIN!. 

YOU.HAVE.A.LOTA.EXPLODING.TO.DO. 

WELL.1F.IT.AINT.THEM.PESKY KIDS. 

ISJTCOLD.iN.HERE.OR.IS.ITME.?... 

I.AM.THE.MIRROR MAN,. 0000000000! . 

LOO K. 0 UT!. ITS. AN DY GREEN.. 

IM. OBVIOUSLY. S i C K. AS. A. PAR ROT. 

HERE.TODAY.GONE,.LATE.AFTERNOON ... 

PURSUIT, ASUITMADE.FROM.CATS. 

N0W.THArS.WHATJ.CALLRACiNG.t47. ... 


feet 

Makes Masters extremely hard 

Give everything 

Give all cars 

Give ail Combat tracks 

Give ATD ghost cars 

Give Demolition modes 

Give Mirror mode 

Give Mega Speed mode 

Give Rubble Soccer mode 

Give Survivor mode 

Give Pursuit mode 

Give All Tracks mode 


xmmgr 
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Every car in the game is now yours. Check the 
Bonus Awards option found in the Main Menu to 
see ail the stuff the cheats unlock. 


A All the bonus games can now be played. You 
may not want to enter the "Mega Speed" code as 
it makes any mode almost too fast to handle. 
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Revolution 


Costumes 


Carrera, quit out of the game you're presently playing 
and return to the character select screen. 


Enter the unlock 
everything code to get 
Officer Dick, then enter 
the Private Carrera 
code to either play as 
her or use her moves. 


This time we have the code everyone wants, the 
unlock everything code! We also have come across a 
silly bug involving the Private Carrara cheat we brought 
you last issue. Eniov! 


This is the master code that will unlock everything in 
the game. That includes pushing every character's 
stats to the max, unlocking every board, making every 
level accessible, unlocking all the cinemas and even 
unlocking Officer Dick. To unlock everything in the 
game, pause gameplay, then hold LI and press % ♦ 
* O ♦ ♦ □ A. The pause screen will shake to confirm 
correct code entry. Exit out of the game and you will 
notice that all levels, tapes, all ending FMV sequences 
and even Officer Dick will be unlocked. 


■ 

. ■ 


HoHo-Hd; ...... ♦ ♦ A (performed like Bob 

Burnquist-'s Burntvvist move which is done at the top of 
a halfpipe, at low speeds, like a handplant) 


> After you enter the 
Unlock Everything code, 
every character will 
have full stats and every 
board will be available. 


move is tough 
to pull off, but 
entertaining 
when you do. 


Last issue we told you how to play as the scantily clad 
hidden female character, Private Carrera, but we just 
found out that there is a way to play as Officer Dick, 
using her special moves. This is more of a bug than an 
actual cheat. Start a game in any mode as Officer Dick. 
Pause gameplay, then enter the code to unlock Private 
Carrera by holding LI and pressing A* A ♦ ♦ «■ A. 

The screen will not shake. Press Start or choose 
Continue, but do not choose Retry as the game will 
freeze. If done correctly, your skater will have Officer 
Dick's appearance, but will have Private Carrera's spe¬ 
cial moves and sounds. To actually play as Private 


This cheat is really no big deal, If you Press LI, L2, or 
R2 while selecting a wrestler, you can use them with 
different outfits. This cheat is made for those of you 
who enjoy wrestling, as well as playing dress-up. 




If there can be any complaint about this game, it 
would be that the default settings make for some 
pretty bouncy cars. By tweaking your car in the car set 
up menu, you can fix the bouncy problem, but if 
you're up for the bouncy handling and are looking to 
get some crazy, amazing air, we've got the cheat for 
you. Enter _FLY_ in the name box you come to after 
choosing to make a new driver. Be sure to enter the 
single space before and after the word and when you 
start a race, every jump will send you flying! 


Don't forget to put DRIVER 
the spaces before and 
after the ward FLY to 
get the code to work. 
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The following codes will blow Army Men: Sarge's 
Heroes wide open, as they will let you choose any 
level in the game, as well as give you every weapon 
there is! To access all the levels, go to the Main Menu 
and press and hold j> LT*f R1 while you enter ♦ ♦ 
«■ ■>. To get all the weapons, pause the game during 
gameplay and press R1 LI. 


Enter the Level 
Select cheat at the 
Main Menu, then pro¬ 
ceed to the level you 
wish to play. 
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Spyro 2 Ripto's Rage 

At! Abilities And Some Silly Easter eggs 




There were a couple codes for Rainbow Six that we 
missed last month. In our never ending effort to pre¬ 
sent the most complete code section of any magazine, 
we are running the two new codes along with all the 
codes from last issue. What a deal! 

You enter all the cheats while holding the LI button 
and most are entered on the pause screen reached by 
pressing START during gameplay. A couple of codes 
are also entered at the Main Menu and are noted 
below. As codes are entered, a message will appear 
confirming that they worked. Re-enter a code a second 
time to deactivate its effect 


Most of the following cheats will just change Spyro's 
appearance, but the All Abilities cheat will let you beat 
the game much faster. Every area of each new envi¬ 
ronment will be easily accessed once the cheat is 
entered. All of the codes are entered at the pause 
screen you get after you press START during game- 
play. A chime will be heard when entered correctly. 


Big head codes used to be funny, back when they weren't indud 
I in every game* 


Press START during gameplay to 
get the pause screen to appear. 
From there, enter many of the 
Rainbow Six cheats. A message 
when a code has been 


appears 
entered successfully 




PRtss >: tc cosiriNur 


All codes are entered at the pause screen 




even yellow dragon 




< A couple of 
codes are 

entered at the 
Main Menu and 
when done 
correctly will 
also make a 
confirmation 
message appear. 


Think you found all the gems hidden in the game? 
Make sure you're not missing any by pressing LI + L2 
+ R1 + R2 to see Sparks point in the direction of the 
nearest Gem. :r 


mi t-W^TJVESr *£VivC D 


Turn Yellow 


In Crash Team Racing, there is a hidden Spyro 2 demo, 
so it's only fair that Sony would put a hidden demo of 
Crash Team Racing inside Spyro 2. To check out the 
demo, go to the Main menu and press and hold LI + 
R2 while you press'd 


Cheat 


Effect 

Make Terrorists Disappear. 

Reveal Maps. 

Open All Doors. 

Hostages Can Not Be Killed 
More Ammunition ....... 

Full Health For Entire Team 


View credits. □ 0 □ Q D O 1 * * ♦ * * 

(when entered correctly you wili be immediately trans 
ported to the credits roll} 


View Ending Sequence 



'.J 




levels in Sidecar mode 
Awards 4 nitros in 
all Jailbreak Races 


FDMFG 


The following cheats let you skip around the different 
levels in the various Solo Modes. To enter the cheats, 
highlight the Multiplayer option in the Options Menu. 
Press and hold the LI + R1 + R2 + * buttons, then 
press the X button to enter the cheat entry screen. 
After you enter the cheats, you will notice that even 
though you can switch levels with the cheats, you 
must actually qualify in each level of jailbreak in order 
to play the third level progression races. 


Cheat 

KLFSDA 


Effect 

■ ■ ■•■iV L-A'L,- V 

Use LI and Rt to switch 
levels in Jailbreak mode 
Use Lt and R1 to switch 
levels in 5-0 mode 
Use LI and R1 to switch 


/• The All Weapons code 
is entered while the game 


Highlight the Multiplayer option in the Options Menu and press 


and hold the LI + R1 + R2 + 1 buttons then press the X button to 
get the cheat screen where you enter the cheats to appear. 


















































Hidden Characters, Hidden EX Menu And More 


LeMans 24 Hours 

All Cars, Tracks And Some Super Secret Bonus Cars 


Hidden Trails 


There is one other cool hidden 
character, Grey Zangief. At the 
character selection screen in any 


Grey Zangief is 
different from the 
normal Zangief in 
more than {ust 
his appearance. 


The PlayStation version of Marvel l/s. Capcom has finally hit shelves and, tike most 
other Capcom fighters, there are several hidden characters to unlock, as well as a 
few other goodies to uncover, 




There are two hidden Special Tag Partners to unlock. Get them the same way you 
unlock the other hidden characters by beating the game with a specific character. 
Then, when you get to the Special Tag Partner selection screen, highlight the spec¬ 
ified character and press +. 


7 & 

I P 

v * ir* 


Looking for even more options hidden EX Menu and 
to tweak? Hidden in the game 8 combo 

Gauge so that it >$ 

is a secret EX Menu that, when always full. 

activated, will give you control - 

over the Hyper Combo Gauge, Vitality Recovery 
Speed and let you toggle human/CPU controls on 
and off for players one and two. To open the menu, highlight the Options 
at the Main Menu, then hold SELECT and press START. The EX Menu v 

i i i 

when entered correctly. 

j 


VS HOOE 


JET 

ft COftfcG 

_ I 




How To Select 

Highlight Coiossus And Press + 
Highlight Iceman And Press * 


PfiES 


The two Special Tag Partners can be found at the bottom of the 
Special Tag Partner selection screen. 


All the hidden characters are unlocked by playing through and beating the Arcade 
Mode with various different characters on any difficulty level. To make ft easier, set 
the rounds to one and set the difficulty to its lowest setting. You may also want to 
enter the hidden EX Menu and make the Hyper Combo Gauge full all the time. 
Once a character is unlocked, they can be selected by highlighting a specific char¬ 
acter along the border of the character select screen and then pressing the D-pad 
in the direction off screen. All the unlocked hidden characters can be saved to a 
memory card. 


This quirky little trick will allow you to use Akuma's or Ken's moves while playing as 
Ryu. At the character selection screen, highlight Ryu and press and hold START 
while you press any button to use Akuma's moves. Press and hold SELECT while 
you press any button to select him to use 
Ken's moves. 

After you beat 
the game with 
Megaman, you 
will be present¬ 
ed with this 
screen showing 
a new move for 
the character. 


Character 

Onslaught.. 

Roll . 

Gold War Machine 

Red Venom. 

Orange Hulk. 

Lilith. 

Shadow Lady_ 


Win With How To Select 

Any Character.. Highlight Wolverine And Press * 

Mlega Mian.Highlight Megaman And Press + 

War Machine... Highlight Zangief And Press ♦ 

Venom.Highlight Chun Li And Press ♦ 

Ryu.Highlight Ryu And Press t 

Morrigan.Highlight War Mlachine And Press + 

Chun Li.Highlight Gambit And Press * 


Beat the game using Megaman and 
you will open up a new move for the 
character. When you start a new game 
press and hold SELECT while you 
choose iMlegannan fwith. any button. 

During the match, press * * «• + + X to perform the Magnetic Shockwave move 


The hidden characters are accessed from the character select menu in 
any mode, including Vs. 


This simple code is very useful as it allows you to switch between characters before 
a match begins. To switch, press and hold LI after you choose your characters and 
continue to hold until the match begins. 


if you want to use more cars and have 
access to all the tracks in the game, 
enter the Options menu and choose the 
Enter Name option. Then enter the word 
TATOO and start a Quick Race to 
choose any of the normal or alternate 
versions of any course in the game. 

To use the secret bonus cars, head 
to the Options Menu, where you will 
again choose the Enter Name option. 
Enter one of the following words as your 
name and the screen will shake when 
entered correctly The race will begin 
immediately and, if you win the race, the 
car can be driven on other tracks. 


Last issue, we brought you a huge listing of codes for No Fear Downhill Mountain 
Biking and since then, we've come across two more. Both are hidden trails which 
offer very different experiences, in order to play the hidden courses, you must first 

have access to all the normal trails in the game, so ---— 

we've listed the code you 
need to enter to unlock 
them. To enter the codes, 
enter the Time Trial option 
found on the Main Menu, 
then choose yes when 
asked if you want to enter a 
Once one of the hidden trail cheats has been entered, go to the track at the diffi 
culty level listed after the cheat. 


Cheat 

MAYOU 

PINOU 

POHLIN 


i pi*;*< aot 


Enter the Time Trial option 
and select yes when asked if 
you want to enter a 
Competition Access Code then 
enter one of the codes. 


CjtC»tAV4lAJ*Dfr 


Effect 

Ail trails 

Dots Trail (Race Sunshine 
Forest in Amateur Mode) 

Race during a volcanic 
eruption (Race Aso Volcano in 
Pro Mode) 


Cheat 

LOTSOFFEAR 

LOTSOFDOTS 


All the cheats 
for the game 
are entered at 
the Name Entry 
screen found in 
the Options 
Menu or 

reached when 
you first boot 
up the game. 


furs? 




LAVALAND2 


The Audi Prototype is an amazing piece of 
machinery that can only be used on other tracks if 
you're able to win the race you automatically start 
after you enter the cheat. 


This has to be one of the strangest codes we've ever had the 
pleasure to experience. Enter the Dots Trail cheat and see what 
we're talking about. A screen shot doesn't do the effect justice. 
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Infinite Creation Points.800680d00000 

Infinite Health PI.d00e0ec28006 

800e10b20000 

No Health PI...d00e0ec28006 

800e10b200ff 

Infinite Time Out Of Ring PI..d0038ec00098 

800e0fa80350 

Press [Select] Quick Count On P2....d00c62600100 

800e2e200000 

t ■ I “tv- is- - - k - 4 ~ • -•> • ft 

Press [Select] Quick Count On P3....d00c62600100 


V 


cat® 


800e4clcOOOO 


iliiiH 

1 _ 


Press [Select] Quick Count On P4....d00c62600100 


Pt Can't Be Pinned.d003857c0128 

800e10380000 

Press[X] Quick Pin P2....d00c62600040 

800e2eb00086 

Press[X] Quick Pin P3..d00c62600040 

800e4cac0086 

PresslX] Quick Pin P4.d00c62600040 

800e6aa80086 

Infinite Health P2..d00e2da2800e 

800e2f2a0000 

No Health P2. d00e2da2800e 

800e2f2a00ff 

Infinite Time Out Of Ring P2.d0038ec00098 

800e2e200350 

Press [Select] Quick Count On PI ,...d00c62640100 

800e0fa80000 

Press [Select] Quick Count On P3....d00c62640100 

800e4c1cOOOO 

Press [Select] Quick Count On P4.d00c62640100 

800e6a180000 

P2 Can't Be Pinned.d003857c0128 

800e2eb00000 

Press[X] Quick Pin PI...d00c62640040 

800e10380086 
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Press[X] Quick Pin P3.( 

800e4cac0086 

PresstX] Quick Pin P4.d00c62640040 

800e6aa80086 

Infinite Health P3.d00e4ba6800c 

800e4d260000 

No Health P3.d00e4ba6800c 

800e4d2600ff 

Infinite Time Out Of Ring P3.d0038ec00098 

800e4c1c0350 

Press [Select] Quick Count On PI .,..d00c62680100 

800e0fa80000 

Press [Select] Quick Count On P2.,..d00c62680100 

800e2e200000 

Press [Select] Quick Count On P4....d00c62680100 

800e6a180000 

P3 Can't Be Pinned.d003857c0128 

800e4cacOOOO 

Press[Xj Quick Pin PI. d00c62680040 

800e10380086 

Press[X] Quick Pin P2.d00c62680040 

800e2eb00086 

Press[X] Quick Pin P4..,d00c62680040 

800e6aa80086 

Infinite Health P4. d00e69a2800c 
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800e6b220000 

No Health P4.d00e69a2800c 

800e6b2200ff 

Infinite Tme Out Of Ring P4...d0038ec00098 

800e6a180350 

Press [Select] Quick Count On PI ...,d00c626c0100 

800e0fa80000 

Press [Select] Quick Count On P2....d00c626c0100 

800e2e200000 

Press [Select] Quick Count On P3..,.d00c626c0100 

800e4c1 cOOOO 

P4 Can't Be Pinned..d003857c0128 

800e6aa80000 

Press[X] Quick Pin PI.d00c626c0040 

800e10380086 

Press[X] Quick Pin P2.d00c626c0040 

800e2eb00086 

Press[X] Quick Pin P3.d00c626c0040 

800e4cac0086 

Enable All Cheats....800b18a000ff 

800b18a21000 

Infinite Move List Space.800607e40001 

Infinite Health (All Players).,.d003925401a0 

800392562400 

Can't Be Pinned (All Players).d003857c0128 

8003857e2400 

Can't Be Counted Out (All Piayers)...d0038ec00098 

80038ec22400 


■ 

PI Partner 25% Health.d007c9840090 

8007c9840024 
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PI Infinite Health...8007c1240090 

PI 1 Hit Kill...d007c1240090 

8007c1240001 

PI Instant Death,.8007c1240000 

P2 Infinite Health.8007c5340090 

P2 1 Hit Kill.d007c5340090 

8007c5340001 

P2 Instant Death.8007c5340000 

Infinite Round Timer.8007b8326363 

PI Infinite Hyper Combo Gauge.8007c1260090 

PI Hyper Combo Gauge Empty.8007c1260000 

P2 Infinite Hyper Combo Gauge.8007c5360090 

P2 Hyper Combo Gauge Empty.8007c5360000 

PI Hyper Combo Level 0.....8007c1280000 

PI Hyper Combo Level 1 .8007c1280001 

PI Hyper Combo Level 2.8007c1280002 

PI Hyper Combo Level 3.8007c1280003 

P2 Hyper Combo Level 0.8007c5380000 

P2 Hyper Combo Level 1 .8007c5380001 

P2 Hyper Combo Level 2.8007c5380002 

P2 Hyper Combo Level 3.8007c5380003 

PI No Hyper Combo Gauge.8007c1260000 

8007c1280000 

P2 No Hyper Combo Gauge.8007c5360000 

8007c5380000 

Unlock Everything.500003020000 

8007b72cffff 

PI Partner Infinite Health.8007c9840090 

PI Partner 75% Health.d007c9840090 

8007c984006C 

PI Partner 50% Health.d007c9840090 

8007c9840048 
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PI Partner 1 Hit Kill.d007c9840090 

8007C9840001 

PI Partner Instant Death.8007c9840000 

P2 Partner Infinite Health.8007cd8c0090 

P2 Partner 75% Health.d007cd8c0090 

8007cd8c006C 

P2 Partner 50% Health.d007cd8c0090 

8007cd8c0048 

P2 Partner 25% Health.d007cd8c0090 

8007cd8c0024 

P2 Partner 1 Hit Kill.d007cd8c0090 

8007cd8c0001 

P2 Partner Instant Death. 8007cd8c0000 

PI Infinite Special Partner Attacks.. 8007c17a0005 

PI No Special Partner Attacks.8007c17a0000 

P2 Infinite Special Partner Attacks.. 8007cde20005 

P2 No Special Partner Attacks.8007cde20000 

PI Max Wins.8007b89603e7 

P2 Max Wins.8007b89803e7 

PI Quick Max Score.8007c168ffff 

P2 Quick Max Score.8007c578ffff 

Start on Last Stage.e007b8880000 

3007b8880007 

.’V-Vb". V; - . • 

1 Only Needs One Win... 






' 

• • 







PI Never Wins.3007b82a0000 

P2 Only Needs One Win.e007b82b0000 

3007b82b0001 

P2 Never Wins. 3007b82b0000 

PI Ryu with Ken Moves.3007b8e40002 

PI Ryu with Akuma Moves.3007b8e40004 

PI Infinite Duo Team Attack.d007b8620230 

PI infinite Duo Team Attack. 8007b8620240 

PI Infinite Wolverine Berserk Mode 8007c22201ff 

P2 Infinite Duo Team Attack.d007b8640230 

8007b8640240 
P2 Infinite Wolverine Berserk Mode 8007c63201ff 

P2 Ryu with Ken Moves. 3007b8e50002 

P2 Ryu with Akuma Moves. 3007b8e50004 

PI Infinite Time for Specials. 8007c2360010 

P2 Infinite Time for Specials. 8007c6460010 

Enter EX Mode at Main Menu .... d00288080c01 

8007b6e80108 

PI Jin Super Armor. 8007c25800ff 

PI Rapid Attack. 8007bf760000 

PI Megaman Has Magna Shock... 8007c24e0001 
PI Megaman Mega Buster Maxed. 8007c23800ff 


A A. A A 


A A A A A A 
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Infinite Home Timeouts.800ae1200007 

Infinite Away Timeouts. 800ae7700007 

Max Stats.d008235a0bb8 

500009020000 

801ffd846464 

Infinite Shot Clock Time.800b59300330 

800b9ff20107 

800ba00600d9 

8013874e0231 
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A This shot is not faked! Here's the PSM crew and the new PS2. This pic kinda reminds us 
of that scene from 2001 where the monkeys are gathered around the monolith... 


As we ail know, when Lunar: S. S. S. 
was released, it came in the collector's 
set with all of those great extras. 
However, the included soundtrack had 
only an incomplete set of songs. Have 
you heard of any place where I could 
find the complete soundtrack to this 
wonderful game? I have already 
checked with a few big import stores, 
and all anyone seems to have is Lunar: 
Eternal Blue music. Thanks for 
your help. 

Sam Nowland 
Clearwater, Florida 



the online auction sites, such as 
eBay, as there are always other otaku 
parting with parts of their anime and 
game music collections on there. 


Good luck in your search I 


When I tore through your March issue, I 
nearly thought my friends had slipped 
me a hallucinogenic; PS2's graphics 
look sweet! But I'm still left with 
some questions... 


BRANDY: Unless Working Designs 
does it, the chances o a full English 
soundtrack for the game eves surfac- 
ing are pretty much shot. I'm not 
sure whether or lot you checked in 
with any of the online import game 


1. i love PC games. 1 play them online 
everyday. Why the heck should I pay 
$300+ (even though I will anyway) for a 
PS2, when I can play games online that 
will most likely cost less? Will this 
"Broadband Network" really be that 


much faster? 

2. A few issues ago you mentioned that 
Sony might release a "development 
tool" for gamers to create their own 
games. I'm only a teenager, but I'm 
really interested in learning how to pro¬ 
gram. Any new news on the tool? 

3. Let's talk modem costs. Sega gave 
a 56k, which is an average modem 
standard and I'm guessing the big "N" 
will do the same. But seeing as 56Ks 
are at least $100 for PCs, will they cost 
near as much for PS2? What about 
service prices? 


4 . Are there any plans for a "Who 
Wants to be A Millionaire'' game for 
PS2? Is this your... FINAL ANSWER? 


Evan Lahti 
lbstr@juno. com 


STEVE: Yeah, Evan, the FS2's 
graphics do look sweet. And they're 
just going to get better and better 
over the next few years. 


1. Well, why would you pay thou¬ 
sands of dollars for a PC? Most peo¬ 
ple get them to play games and 
that's what the PS2 will do. However, 
for the S300, you get a whole lot 
more for your monev. You get the 
most advanced gaming console ever 
created, a high-quality DVD player 
and a multimedia component all in 
one very small package. If you hap¬ 
pen to be using a standard 56K 
modem right now, then the broad- 
band network will be dramatically 
faster. Once you have DSL or a cable 


modem, there is simolv no doing 
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2.1 think what you are referring to is 

* -ip 

the Net Yaroze program that Sony 
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instigated 
According to some online interviews, 
Jony plans to carry the program over 
'S2, so casual programmers 
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emot to make their own 


. cnis probably won i 
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games, now 

happen until a year or so after the U, 
S. launch of the system. Until then, 

■r * 

Sony will just focus on getting as 


many rS2s out there as possible. 



▲ Rumor has if that there will be a Net 
Yaroze program for the PS2! 


3. 56K modems can drop to around 
$30 if part of their functions are soft¬ 
ware-based. The DC modem works 
in this way. It is a hybrid 
hardware/software modem that 
relies on the Hitachi SH-4 epu to run. 
While this puts more of a burden on 
the CPU, ft does help to reduce the 
cost of the modem. We are not sure 
how Sony plans to implement its 
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Illustration: Robert DeJesus 
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Each month, we put the o ont roier dawn for a moment to focus on a Afferent aspect of PlayStation gaming. We 
invite debate, so please cfcop us you opinion on Itas month's topic at PSM PAUSE, c/o Imagine Mecfia, 150 North 

Hifl Drive, Brisbane, (^94005. Or, you can us at psm@ma^iemedtoxorn (just be sure to put "Pause" as the 

subject heading). We wi run the best of your responses here in this section. 



n'sl 


m 


So, what do you think of 
the PlayStation2? WfSgf - 

he Japanese launch has finally come and 
HiV gone, so what I want to know from you guys 
this month is, what did you think? After looking at the 
screens, hearing our opinions and reading what's on 
the web, did the launch live up to your expectations? 

Also, where do you think Sony should go from 
here? What should the company really focus on in the 
next few months to make sure the PS2 can keep its 
momentum? Be brutally honest, but keep in mind 
that Japanese hardware launches are generally 
rushed, and never have as much software as they do 
at the U.S. release. 

So, that’s our topic for this month. 

It“s kind of a quickie, I know, but as i 
write this I've just gotten back from 
Japan with my PS2, and I’m eager to 




WWI® 


get your feedback. Just toss me a line 
at one of the addresses above, and as 
always, the briefest, most interesting responses will 
be printed here. Don't forget to include your name! 







tH« UTIUNDH 

U* Uf TO VDUfi 

DNSf?" 


;■ ri". r ■ l J'Vi ' 

i ■ ■ ■ ■ 

$8$ 


Pause Feedback: March 
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your responses to our Pause topic for issue 
31 (March, 2000}. It was tough trimming down the 
tremendous amount of letters we received to the few 
that follow, so we tried to pick ones that took a slight¬ 
ly different angle to the subject. Now let's see what 
to say... • 


On to the pros and cons of videogames becoming 
mainstream. Pro: a lot more games will be released. 
Con: I think most games will be either targeted at kids 
or will be quiz games. The day I see a game like Final 
Fantasy pushed back 'cause the company is working 
on a You Don't Know Jack game, I’ll start my own 
game company. I seriously doubt Square, Namco and 
Capcom would sell us out by making quiz games, and 
as long as we have those designers, I’ll be content. 

Misty Greathouse 
artdecay@bellsouth.net 

Games today seem a little bit "mainstream" already. 
Wrestling games, fishing, NASCAR, and movie based 
games have always been around. 1 don’t think us 
hardcore gamers will be left out. When games 
become more popular, there is going to be more 
games (mainstream and hardcore) made than ever 
before. Things will be changing, but well survive. 

David Rasmussen 
drasmuss@bellsouth.net 


To be honest, I think it should continue in the same 
way. As a hardcore gamer, ! have yet to feel like I 
have been left behind or overlooked. No matter how 
far the industry is willing to go to make it more acces¬ 
sible and mainstream for "part-time gamers", it's us 
hardcore old fogeys who will always make up the bulk 
of the market. They can't afford to overlook us. 

Dennis White 
dennispsx@yahoo.com 


want to see that day when me and my Dad will be 
playing videogames together. I mean, most adults 
think that videogames are childish. I want to see 
games evolving as a form of entertainment for ail, 
regardless of age and gender. I don't think this kind of 
transition will hurt hardcore gamers because hey, how 
can a game like Metal Gear be replaced? Games like 
this will be around for the rest of gaming industry. 

Aldwin Lising 
No address given 


think games are too mainstream as it is. Everything 
has been dumbed down for the "casual" gamer. I 
mean, in FF8, the Eire Cavern was supposed to be 
timed from when you enter to when you exit. The US 
version only had it timed from when you enter to 
when you beat Ifrit. The Japanese didn’t think we 
could handle it, so they made it easier. Where's the 
challenge in that? 

Aileen 

aeris40@hotmail.com 


Hardcore gamers will never be left behind. Sony and 
every gaming company knows that it is the major fans 
that count! Videogames have gone mainstream with 
titles such as the Resident Evil series, Metal Gear 
Solid, and some more adult games. Back in the ol‘ 
NES days, the games were always kiddy, with no real 
plots. Along with the systems, videogames have 
matured, too. And please print my email address. 

Corey Twisdaie 
snakeforlife@hotmail.com 


think that games going into the mainstream will be 
good. This means that game manufacturers, such as 
Sony or Nintendo, will have to focus more on the 
graphics and technology of video games rather than 
focusing on their other products. Which equals better 
games, better merchandise, and even more original 
ideas for games. 

Kyle Weeks 
hellakewl9@cs.com 

What do i think about mainstream gamers? For one 
thing, "Gamer” is a title reserved for die-hard game 
fans. "Game Players" is the term for casual players. 
And I honestly don't think they pose much of a threat 
to the true gamers out there. A problem similar to this 
happened not long ago when girls came onto the 
gaming scene and guys thought that the market 
would be over run by "Hello Kitty", "Barbie”, and "Virtual 
Baby" type things. And it didn't happen. Girls hap¬ 
pened to like RPGs, fighters, shoot-em-ups, sports 
games and racers over the "intended for younger and 
sensitive gamers" style games. I personally would 
pick Tekken over Hello Kitty Cube Frenzy anydayi 
Most people started out as mainstream game players 
that got hooked on one certain game, then craved 
more. Yesterday's Pong and Pac-Man players are 
today's Metal Gear Solid and Resident Evil players. 
New gamers were ail once game players. 

Jessica McLaughlin 
AG i r IN a me d G oo@ we btv. net 

There's good news and bad news when it comes to 
mainstream videogames. The good news: the gen¬ 
eral public will not look at videogames as a "fringe ele¬ 
ment" of the entertainment industry. People will be 
able to talk about games without looking nerdy. The 
bad news: more complaining about content, more 
rushed out crap, and more awful videogame movies. 
The bottom line is, going mainstream probably won’t 
hurt games any, but start praying now just in case. 

David Greenback 
DavidG60@excite.com 


CHRIS: It sounds like most of yoi feel 
like I do — games going mainstream 
should be a really cool thing, but it's still 
something to keep an eye on. I think the 
biggest point made is that with 
more public attention will come 
more scrutiny. Guess we'll see! 
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(Continued from pg. 102) 

online network but I'm sure that 
prices will be quite cheap. They are 
already partnering with various coni' 
panies in an attempt to make the 
broadband a reality and inexpensive 
to the user. 

4. Uh, I certainly hope not i don't 
want to see anymore of Regis. . . 
especially a polygonal Regis. 

Hey all you guys... Keep the mag com¬ 
ing, but make it a iittle bigger... 

Lately I have been really thinking about 
the PS2 and it's internet connection, 
and what it can do with that The first 
and most obvious of course is multi¬ 
player gaming. In your most recent 
issue, you mentioned that you may be 
able to play RPGs online and then sell 
your extra items, or buy new powerful 
ones, even with your credit card. I think 
that may happen, but first Sony has to 
get the network up! My thought on it 
though, is this: You know how sports 
and racing games have a ton of ads in 
them? What if they could be dynamical¬ 
ly loaded from a server belonging to that 
company? What I am trying to say is 
that companies could build games so 
that the boards of a hockey rink, etc. 
would be able to load new ad images 
on them. So they could sign contracts 
with someone wishing to advertise, 
and when the contract expires new ads 
get loaded. These ads could even be 
perhaps rotated, like on some web¬ 
sites. You would get new ads by when¬ 
ever you boot up your game, it will auto 
connect to the companies server (at 
their expense...) and download any new 
ads. If Sony really is going to get this 
broadband network running this could 
be very feasible. The only snag would 
be where to store the ads... Perhaps in 
RAM, or is all of it needed for the 
games? Sony should be smart and 
release a removable external hard-drive 
for the ps2. Anyways just my thoughts. 

Andrew 

No Address Given 

RANDY: You know what? 1 


wouldn't doubt that your ideas actu¬ 
ally come into practice, when, as 
you said, Sony's network is actually 
online. However, at face value, 
there's really not much benefit to us 
gamers from such a system — unless 
you consider looking at advertise¬ 
ments an advantage. It certainly 
makes a lot of sense for game com¬ 
panies though, and I'm sure lots of 
them could stand to make mega¬ 
bucks off it. Now, if this form of 
advertising were in some way used 
to subsidize the costs of publishing 
the game they were displayed in, 
then we might see something really 
cool, such as lower-cost or (dare 1 
say it) free games that are complete¬ 
ly subsidized by in-game advertising 
— kinda like those free internet 
phone call sites. Now that'd be cool... 
as long as the ads weren't too big! 

Hey everyone at PSM. i gotta tell ya that 
you guys got the best Playstation mag 
out there. I got a few questions for ya, 
hope you can answer them: 

1. I know that PS2 won't be coming 
packaged 


ever played, and I want to know if 
any of the better arcade games 
will be seen on the PS2. This 
is one of the reasons 1 was 
thinking on getting a 
Dreamcast, and I am a 
diehard Sony fan. 


3. You know in Street Fighter Alpha 
3, that annoying voice at the 
beginning of the fights says "Go 
For Broke" almost every time. 
What I want to know is what 
exactly are you going for when you 
"Go For Broke." 

Mike 

No Address Given 


with 

a modem at launch. What 
want to know is if and 
when it will, and if 
there will be spe¬ 
cial packages 
for the differ¬ 
ent modem 
types? 


2. Will the 
PS2 get any of 
the great arcade 
games that have 
been coming out 
recently? Sega has 
some of the great¬ 
est ports I have 


what he's actually saying is 
"Gopher Bloke!" 


CHRIS: 

1. Sorry, but there's no 
word on any of Sony's 

modem plans right now. They're 
waiting to establish a true broad¬ 
band network, and sadly it won't be 
ready until sometime in 2001. 

2. Of course PlayStation2 will get all 
of the big arcade titles, except for the 
ones made by Sega themselves. 
However, Sega is hinting more and 
more that PS2 development could 

be in their future, strange as it 
sounds. If the PS2 comes out and 
trounces the Dreamcast, that 
becomes a very good possibility. 

3. You're going for the gusto! 
The glory! You're laying it all 
on the line, 'cause there 
ain't no tomorrow! Or, 
it could just be some 
stupid thing they say. 

have troubling 
thoughts about 
Resident Evil: 
Code Veronica. 
I'm thrilled that 
this amazing 
"true" sequel 
‘s on its 
way, but why 
just for the 
Dreamcast? All 
us Resident Evil 


A Are zombies deserting 
PlayStation for the Dreamcast? 


fans are Playstation owners 
and have been with the 
series for years! Now 
Capcom is leaving us out in 
the cold? The main reason 
this bothers me is because 
e RE series is a continuing 
story. For those of us with¬ 
out Dreamcasts, how can 
we find out what happens 
next? I'm not biased against 
Sega or anything, but the 
original PS owners out 
there deserve to follow 
the story. Don't get me 
wrong, I was thrilled 
when I read that the 
series WILL continue 
on PS2, but I don't 
want any gaps in the 
story! Please Capcom, 
at least port Code 
Veronica over to PS2 when the system 
arrives. You have a huge fanbase with 
Playstations, many of which will move 
to PS2! Don't forget about us! 

J. D. Varley 

spectre_5000@hotmail. com 


CHRIS: That's actually a pretty 
good point that l hadn't thought 
about. It's a tough situation, because 
I'm sure Capcom doesn't want to 
shaft its PlayStation fans, but it also 
wants to deliver to the Dreamcast 
audience. Also, as a gamer who has 
both, I wouldn't want to see the 
same game done a million times on 
every system, so I was glad to play 
through an all-new Dreamcast 
adventure. If we're lucky, Capcom 
will release an enhanced version of 
Veronica on the PS2. Otherwise, I'm 
afraid that you're just going to have 
to rent or borrow a Dreamcast. 

So whats up Chris, Stephen, Noah, 
Max, Randy, Bill, Eugene, Gary and, of 
course, Banzai Chibi-Chan! 

Hey, I have a question. What do you 
guys do with the games when you're 
done playing with them? Do you throw 
them away or save them to play with 
again? And do you get your games for 
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I love wrestling games. 1 was wonder¬ 
ing if you guys have heard anything at 
all about any possible wrestling 
games that may be in production on 
the PS2. If so, have you heard any¬ 
thing about if there will finally be like 
an RPG type wrestling game? I think it 
would be great if there would be a 
wrestling game that has awesome 
graphics with quick paced gameplay. 
If it was a WWF game they could 
have, say, Triple H would come out 
and trash talk like he does on the 
show, then when he's done you could 
come out and have a variety of choic¬ 
es of different things to say back 
which would determine if he would 
fight you or if you would fight some¬ 
one else. The actual interviews and 
interferences are a super huge part of 
the show. No wrestling game to date 
has had this part of the show in the 
game. 

I read every bit of your WWF 
Smackdown preview in the January 
issue. You guys said the game is shap¬ 
ing up to be great, but I didn't hear 
anything about the entrances. So far I 
think that WWF Attitude has the best 
entrances of any wrestling game out. 

I was wondering if Smackdown was 
going to offer us picky wrestling 
gamers the best experience of the 
wrestling show in this game. So, I 
want to know how does the game 
play? Is it like Attitude, where you 
have to press all those button or is it 
like a Wrestiemania 2000 grappling 


free from the companies themselves, 
or do you get special deals through 
the different companies? 

James Torrey 
Spokane WA. 

► MAX: Hey yourself, Jamesl Well, 
we get the games direct from their 
publishers, generally speaking, and 
keep them after we've reviewed 
them, of course! Wouldn't you? 
Early burns either stay in the office or 
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game? Thanks a bunch, guys. 


name. IT is over. Acclaim is the word 



you feel the same way? 


1. First, the issue of video gaming 
company Acclaim. I've had it with this 
company. They can't make anymore 
games. EVER! When they came out 
with WWF Warzone, I thought, 
whoa, cool. Then, Attitude came out. 
IT SUCKED. It even sucked for 
Dreamcast, and there was 
WAY more space on the 
• GD-Rom disk to expand. 

Jmjmmm Acclaim didn't do that. 

They just added some 
FMV of the 
TitanTron 
. _ intros. 


2, What are you views on the rating 
system? Meaning, why don't you 
think any company will put out an 
"Adult only" game? I think, that if the 
company will do that, the parents of 
America (you know, that one mother 
who says 

something, then rallies up everyone) 
will try to ban it. Thus, making stock 
go down in the company. Feel this 
way, too? 


on our cover! How's that 
e, huh? Aside from EA's 
me, THQ is, of 


know 
right now is 
that they're 
using a sim¬ 
ilar cyber- 
scanning 


►CHRIS: 

1.1 don't think anyone could ever 
argue with your opinion of Acclaim. 
To me, the most disappointing 

* thing about that company is that 

• during their heyday, they had 
more money and resources to put 
towards making great games than 
anyone. They could've gone out 
and bought up all the best talent. 
But they made some horrible deci¬ 
sions. 


Hanging 

lead in : . 
shame* Now, WNS 
ECW ts com- ^ 

. ing out. I've played 
L it, and I could have 
■ sworn that I was 

I playing Attitude. 
*sigh* When a 
company just 
P| changes the 
H characters, and 
Bl gives it a new 


A The Rock^ 
takes 

Mankind for 
a little ride 
down to the 
mat in WWF 
Smackdown, 


think it indisputably 
deserved 5. 


were a particularly huge let 
down following much hype? 


Hey, guys, your magazine is far superi¬ 
or to all other gaming magazines. I have 
the oh so common "just a couple of 
questions" for you, but they should be 
easily answered, since they are about 
you and your magazine. 


2. Preceding many big 
games releases, such as 
FFVIII, and Metal Gear 
Solid, there is often a vast 
quantity of hype. Often, as 
in the two games I men¬ 
tioned, they five up to that 
1. Since the first 2 issues of PSM are hype. Unfortunately, there 

sold out, I have to ask you, how many are many that don't. Can 

stars did you give Final Fantasy VII? I any of you think of any that 


3. I have seen many games 
that you have given 1 1/2 
stars to, but never a 1. Have 
you ever given a 1, or haven't 
there been any games that 
were that inferior since the 
launch of your magazine? 


M Metal Gear Solid definitely 
lived up to its hype... 


Keegan Lanier 
keegan!79@hotmail. com 

►CHRIS: By now, ail you hard 


You are going to pick up a PS2 when it 
comes out, aren't you? Cause I'm 
gonna import one from Japan. I 
already have my order in, and it 
should be shipped on the 4th. Well, 


you see when you look up sequel in 
the dictionary. Just a company that 
makes one good game every 4 years, 
then sequels the hell outta it I GOT 
TWO WORDS FOR ACCLAIM! Do 
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Welcome to the Fan Art section! Each month we'll be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here, 
then by al! means send us a copy! (We'll take originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label the subject heading "Fan Art." Now get busy! 



This Suikoden // illus¬ 
tration by really 

classes up this section 
with its fine-art style. 


did a 

great job with this one. 
It's a cool pic of one of 
our favorite scenes! 


sent in this stylized RE3 
piece. For a cartoon 
piece, it's very gritiy. 
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Wow! Nice Evil Ryu! Big thanks to 


> It's nice to 
know that peo¬ 
ple haven't for¬ 
gotten Alucard! 
Thanks to 
for this cool piece 
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4. What happened to Frank? It seemed 
like he was only around for twenty min¬ 
utes or so. 


Captain Whap-Caplit 
footcake@hotmail. com 
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2. I think the biggest over hyped 
game on the PlayStation has to be 
Blasto. We even bought into it and 
ran a cover on the game before we 
had a chance to play it. Of course, 


3. We've given one star before on 
numerous occasions. Here's the 
short list: 2Xtreme, Spot Goes To 
Hollywood, Dragonbatl GT Final 
Bout and Frogger, 

4. We lost him on a hike. It only took 
28 minutes. 

I'm a player of the ungodly addictive 
EverQuest I believe there were rumors 
about this coming out on PlayStation2. 
EverQuest on a console? I can't imagine 
EQ w/o a mouse and keyboard. For 
some reason I find this really, really dis¬ 
turbing. if they do have this, how do 
you think they'll go about getting us up 


and playing? I mean, do we get a 
Keyboard and Mouse with it? I figure 
there HAS to be a keyboard for commu¬ 
nication. Another mystery would be, 
will these people be integrated into the 
servers we have already? Dear lord the 
servers are so crowded now, we don't 
need another wave of newbies (no 
offense to people, we use the term as 
new characters rather than experience). 
If there isn't, the mystery stands what 
of us computer players that want to 
have some PS2 server characters? As 
much as this is a guessing question, it'd 
still be interesting to hear how others 
think this could be done. 

Keith Thomas 
gospel@nervhq. org 


RANDY: Like a lot of other popu¬ 
lar PC series that make their way to 
consoles, it stands to reason that if 
EverQuest ever did come to the 
PlayStation2, it's probably be a 
mostly new version of die game 
specifically aimed at the console 
market and playable using the stan¬ 
dard Dua!$hock2 controller in one 


wav nr am 


* i 


rhat r 1 


>nt mean 


that bony won t release a mouse and 
keyboard though, but every game 
(except Ape Escape} has to have 


5QITI6 Wu 


L 


Ml t 


to piay it using me 
dard controller that came with the 
system. As for game servers, Sony 
really could go either way hypotheti¬ 
cally — integrating PS@ players with 
PC players, or giving them their own 
servers. My money's on Sony pro- 
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HBU HATH NO FURY. 


r OH, PR... ^ 
HI LADIES' 
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T WHAT ^ 
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- TELL ME 
ASAIN HOW 

8UJF m eyes 

^ ARE, PIG! A 


TGAH! UH,1 
YEAH WELL, 
YOU'RE STILL 

. groovy, . 

V BAB/.' >4 


W RISHT, ^ 
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SIRLS, GOTTA 
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ducirtg an EverQuestAike game 
specifically for P$2, so all of this 
could (and most likely will) be a mute 
point anyway. 

Thanks for looking at my letter guys. 
First off, let me start by saying you got 
the best magazine I've ever laid eyes 
on. I'm been subscribing to this beauti¬ 
ful magazine for about a year and its the 
only magazine that hasn't pissed me off. 

I got a few questions about what I want 
most: the PS2. 

1. in your March 2000 issue, you said 
that with the PS2 and the broadband 
network, you will be able to buy virtual 
items for your videogames and stuff like 
that and you said that you could use 
your Visa card to purchase them. My 
guess is that a lot of videogamers are 
below the age of 21 or 18, Visa card 
purchasing age, and a lot of parents 
probably won't let their kids mess with 
their Visas. What's gonna happen that'll 
let kids like me buy the virtual stuff? 
Maybe some card like a phone card may 
make it a possibility. I'm addressing this 
problem cause' I'm one of those 13 year 
old kids. 


2 . What would be an average price for 
the virtual items? 

3. With the pressure sensitive 
DualShock2 for PS2, what's going to 
keep the controller from jamming up 
while playing the game? 

Laf Green 

► MAX: Thanks for the kind words 
about the mag, Laf. 

1. As for your questions, the whole 
E-commerce deal, as you can imag¬ 
ine, has to be very secure if people 
are going to buy stuff over the net. 
Restricting these transactions to 
credit cards helps ensure your pur¬ 
chase is "safe' and I think that's the 
way it'll be for a while. Your idea 
about phone cards would raise the 
ugly forgery issue, and Sony isn't 
going to let that happen, 

2. Our feature was pretty speculative, 
but we're guessing prices will run 
across an entire range: pence for a 
new suit of armor, maybe, but dol¬ 
lars for a set of new levels, perhaps. 



. Good design quality! 

Hey fellas, what's up? I am 
writing to let you know 
about something that 

involves 


A Don't worry about your 
PS2's controllers jamming up 
at a crucial point. 



Derek Luker 
Victoria,Texas 


► STEVE: Yeah, the 
whole Valkyrie Wilde 
thing got blown out of 
proportion. We had several 
people call us after seeing the 
preview appear on the local 
news. Apparently, the story orig¬ 
inated in Idaho, on an NBC affili¬ 
ate, and spread to the rest 


^ Valkyrie Wilde finally 
bares all and comes clean 
with the truth* 


your magazine, I thought you might 
find amusing. I was watching the 
local news, the Houston NBC affiliate 
KPRC. They were talking about an 
upcoming PlayStation game that had 
local parents outraged. They then 
showed the cover of your magazine 
and the preview of Valkyrie Wilde 
inside. They said the game featured a 
fully nude main character and would 
be out in stores in April. Man, I just 
about hit the ground laughing. I got 
my copy of PSM in the mail a few 
days ago and spotted it as an April 
fools joke right off. I know it's been 
somewhat of a tradition for some of 
the game magazines to put an April 
fools joke in their April issue every 
year. The fact the game comes out 
on April 1st and at least one of the 
screen shots is from Tomb Raider: 
The Last Revelation , with Lara 
removed and replaced by the lovely 
Miss Wilde. These and a few other 
things make it quite obvious it was a 
joke (and a good one I might add). 
Anyway I just thought you might 
think it was funny that your pre¬ 
view was taken seriously and 
shown on the 
Houston news. You 
guys take it easy 
and keep up the 
good work. 


of the country via satellite. It seems 
everyone just ran the story without 
first checking with us to see if it was 
real or not. it was funny to see cover¬ 
age of the game with such headlines 
as "Adult games come to the 
PlayStation" or "Will your kids be 
playing X-rated games in the near 
future?". Eventually, the studios got 
around to calling us and were cer- 
tainly surprised when we told them 
that the whole thing was just a hoax. 
They couldn't understand the fact 
that it was just an April Fool's joke. 
Well, we guess the joke was on 
them. For those of you, out there, 
who thought that Valkyrie Wilde was 
a real game... shame on you, too. You 
should have know that Sony would 
never allow a game like that to be 
released on the PS. Now, that the 
truth is out, everyone can stop calling 
EB and Software Etc. As for the com¬ 
pany behind the game, 1-Up Studios, 
they might be more real than you 
think. Anyway, thanks to everyone 

for enjoying the joke. It 
will certainly be 
interesting to see 
what we come 
up with next 
year:-) 


Special thanks for art by Adam Warren and colorist Joe Weltjens 
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DAVID KO0HEiY 

Catcher216@aol.com 

DESCRIPTION: Step right up and get these 
amazing deals! If you don't think that these 
are great prices, you crazy! Lets get down to 
business. I will SELL, NOT TRADE the follow¬ 


ing games. Tomb Raider 1 ($7), Rugrats: 
Search for Reptar ($7),Crash Bandicoot 2 ($51, 
NBA Live '97($7), Metal Gear Solid ($10), Star 
Ocean : The second story with official Prima 
strategy guide (SI5) Or you can buy the 
whole package for S50. 


► Russell Forman 

poopoopachu@hotmail.com 
Description: I am looking for Parappa the Rappa. 
Will trade or buy. For trade, I will give NBA Live 99 
or Colony Wars: Vengeance. 

► Keith Pettigrew 

Deacon007@Juno.com 

Description: I’m looking for a good condition 
Bogey Dead Six\ Will trade or buy out right. 

^ Mike Dennis 

milki304@aol.com 

Description: I am selling a bunch of games. 
These games include Akuji the Heartless, Crime 
Killer, G-Police, Heart of Darkness, Jersey Devil, 
Ninja:Shadow of Darkness, Parasite Eve, Rage 
Racer, Tiger Woods 99: PGA Tour Golf, and Wild 
9. 1 am willing to work out deals. 

£>~ William McLendon 

charter319@hotmail.com 
Description: I am selling the following games: 
independence Day, Tomb Raider ill, Blasto, WWF 
Warzone, WWF In Your House, WCW Vs the 
World, NBA Live 98, and Madden 97. E-mail me 
for prices. They are cheap. I also have a bunch of 
demo discs for $2 a piece. I am looking for 
Syphon Filter, Tony Hawk's Pro Skater, Silent Hill, 
Street Sk8ter, and No One Can Stop Mr. Domino. 

! am willing to trade. My games do not have orig¬ 
inal cases, but they have all their books. Some 
games ( have a strategy guide. 

John Naitove 

gavin@bestweb.net 

Description: I would like to buy Dragon Bali GT: 
Final Bout. I would much rather buy it, but I might 
be willing to make a trade. E-mail me with your 
offer, or talk to me on AOL instant messenger; 
we can make a deal. My screen name is Spitbike. 

►- Colin 

wood17@jps.net 

Description: I have some EXCELLENT deals 
lined up here! Tekken 3 - $30 Einhander - $20 
Bust-a-Move 2 - $15 Point Blank w/GunCon - $40 
Final Fantasy Tactics - $30 Metal Gear Solid - $25 
RE: DC w/RE2 demo - $20 Casltevania:SotN- $25 
NFL Gameday '99 - $25 Jet Moto 2 - $15 Grey 
Sony Dual Shock Analog Controller - $20 Grey 
Sony Digital Controller - $10 VCD Movie Card - 
$40 Gameshark - $20 I might even be up for a 
trade if you have the right stuff. Hurry up and 
get it while you can, this stuff won't last long. 

^ Jere 

JereClnc@aol.com 

Description: I am looking for RPGs, I love 'em 
and want some very specific ones. Final Fantasy 
Tactics, Breath of Fire 3, Xenogears, Beyond the 
Beyond, and Tales of Destiny are high on the list. 
I'm willing to pay $20 or higher per game. I want 
good copies of each and am willing to trade. 

Patrick Wilmes 

ronnydobbs1@netscape.net 
Description: i'm selling Point Blank w/guncon. It 
has original box and manuals for $37.1 am also 
selling a mega memory card for $20 and Tekken 
1 for $10-$15. These may not last long. 


► Michael Barnhart 

web@carlsbadnm.com 

Description: I am looking for a mint or near mint 
Syphon Filter and Dune 2000. ! am selling Alien 
Trilogy ($5-10), my brother's Rugrats ($5-10), 
Mechwarrior 2 ($16-25),and some demo discs. 
The Alien Trilogy is in a little less than good con¬ 
dition with original jewel case and booklet. It runs 
good though. Rugrats has only been played two 
times. It comes in original jewel case and booklet 
and looks and runs like brand new. Mechwarrior 
2 comes in original jewel case and booklet. It has 
been played numerous times but is stili in good 
condition. Would anyone like some N64 games? 
E-mail me for any questions, Oh yeah. The demo 
discs are Playstation Underground issues 2,4 and 
3.2, Pizza Hut demos, and Playstation demo disc. 

&►- Jonathan Anderson 

drj852620@cs.com 

Description: ! am looking to buy a PlayStation 
console, i don't need any controllers, games or 
memory cards and! am willing to pay for just the 
console for around $50-70. Please e-mail me 
with any offers. 

► Kindred 

kindred@journalist.com 

Description: I'm looking for Gundam: The Battle 
Master and Macross: VFX2 to trade, I have 
Xenogears and Legend of Legia to offer, both in 
good condition. 

Mark Smith 

otakuwarrior@hotmaii.com 
Description: i would like to sell some RPGs that 
I have f inished. They are Final Fantasy Anthology 
(with music CD) $30 - Grandia $30 - Final Fantasy 
8 $30 - Parasite Eve $20. Games are all in mint 
condition with instructions. All prices are nego¬ 
tiable; e-mail me with any questions or offers. 

I► Niels Strazdins 

coyoteskt7@hotmail.com 
Description: I have Vandal Hearts, NHL Faceoff 
99, Triple Play 99, Blasto, Destruction Derby, 
WCWNitro, Resident Evil 2 strategy guide, WCW 
Thunder, Tomb Raider 2, Tenchu and Battle Arena 
Toshiden 1 and 2 that I'll either trade or sell. I'm 
looking for Driver, WCW Mayhem, NHL 2000, 
Madden 2000, NBA Live 2000, Medal of Honor 
and Crash Team Racing. 

Joe Lorello 

joelorello@prodigy.net 

Description: I'm willing to sell Omega Boost 
$25, Demolition Racer $20, Road Rash 3D $12, 
007 Tomorrow Never Dies $20-$25, Destruction 
Derby 2 $15-SI 0, Quake 2 $25, Twisted Metal 2 
$5-$10 (it works, but the disk is scratched up), 
Nectaris $2, Legends of Legia $15, Command 


and Conquer $5, Auto Destruct$5, and Test Drive 
Five $15, Oddworld Abes Exodus $15. And I 
may be willing to sell fighting force. Most of my 
cases are cracked, but I will give you new ones if 
you want.My prices can be negotiated. If you buy 
something for $25, I'll give you Nectaris for free.l 
want you to include the shipping price.I will also 
sell 2 controllers and multitap.lf you will pay 
more, I'll give it to you with Quake 2. 

► SLiK 

SLiKJj87@aol.com 

Description: I am selling/trading the most electri¬ 
fying psx hardware sold today! it's the 
Gameshark Pro! It barely been used and is in per¬ 
fect condition. It will also come with; a instruction 
tape & manual. I will trade anyone, and I mean 
anyone for a 2x memory card. 

► Gabriel Gil 

ma ria perez@povertylaw. com 
Description: I'm willing to trade the following: 

RE Directors Cut =$20, Gran Turismo=$ 30, 
Monopoly=$ 15-10, and Vibrating Steering 
Wheel= $4540. In good to mint conditions. Will 
clean them before selling. Will give it w/instruc- 
tions manual and cover not broken. I'm also sell¬ 
ing other games and accessories. Willing to trade 
for: FF8, Driver, FF Anthology, FF Tactics, RE 2, 
RE 3, Dino Crisis, NFL BLITZ 2000, and MGS. 

► LERYG. 

RcKI D2000@aol. com 

Description: I am selling/trading NBA Shoot Out 
98 ($20) and Madden 99 ($20). They’re in mint 
condition with their manuals. I will trade both for 
Showtime NBA on NBC or two memory cards, 
And I will give a FREE!! DEMO disk. 

► Nick L Bagley 

n ickbagl ey@j u no.com 

Description: I will trade for Xenogears, Suikoden 
1 or 2, Grandia, Final Fantasy Anthologies, or any 
other rpg. 

►- Matt King 

E-mail- MKool13@aol.com 
Description: I am desperately trying to find all of 
these games: SF Puzzle Fighter Turbo, Tomba. 
Star Ocean: Second Story, BOF3, Aiundra, Tales 
of Destiny, Legnd of Legaia, or The Next Tetris. I 
am willing to pay $10-S15 dollars for each game 
or best offer of someone. Thanks!! 

► Justin Whitt 

birdjnanl 01 ©yahoo.com 
Description: I am looking to sell the following 
games and accessories for the playstation: Gran 
Turismo 2 $34, WWF Attitude $30, Thrasher 
Skate and Destroy $35 plus ! am selling a pro 
action replay game shark device for $15. 


► Son Gokou 

gogetaJ5@hotmaii.com 

Description: I am looking for Dragonball GT Final 
Bout. I am willing to pay $20.00-$40.00 dollars for 
it. Please! I must have this game. I would also be 
willing to trade Army Men 3D, Air Combat, or 
NHL Faceoff '98 for it. 

► Cass Miller 

nextgen_gamer@yahoo.com 
Description: 1 am selling the following games. 
Apoca!ypse-$ 10, Armored Core-$10, Cool 
Boarders 2-$10, Fade To BlackSIO, Crash 
Bandicoot 2-$10, Sim City 2000$ 10, Twisted 
Metal /,2,///-$10(each), Rampage World Tour-Si 0, 
WCW Thunder w/strategy guide-SI 5, Wild OS10, 
a Mad Catz Analog control I er-$10, 0PM demos- 
$1(18,19,24,26:each), and WWF AttitudeS2Q. All 
items are in mint condition. 

► Adam Matlock 

amaster75@hotnriail.com> 

Description: I'm looking for a dual shock con¬ 
troller, Xenogears, Tecmo’s Deception, Parasite 
Eve, Rtypes, and Star Ocean 2 .1 am selling some 
Demo Diskstpriced by content), REDCS 20), 
TM2($15), Live 98 {for whatever it's worth), and 
some PC games. Also, if anyone has the incredi¬ 
ble SNES game Chronotrigger, I'd love to take it 
off your hands for a reasonable price. 

Long lifter 

longlifter@prodigy.net 

Description: I'm looking for a Net Yaroze in fair 
condition with everything and the keycode for the 
Yaroze site.! am willing to work any type of set¬ 
tlement out. I am willing to pay $500 for the 
Yaroze. I also want to sell or trade Playstation 
with one controller, memory card, and Driver 
game, N64, Controller, Gameshark Pro, DKracing, 
RampageWorld Tour, FzeroX, and Quest 64. 



n/mfugmu EyO 

If you'd like to place your own, totally free 
ad in PSM, just jot down your name, 
address and/or e-mail; tell us whether 
you're looking to trade, sell, or both; and 
give us a brief description of what you're 
offering or want. Be sure to include your 
city and state. Send all of that info to: 

PSM Marketplace 
c/o imagine Media 
150 North Hill Drive 
Brisbane, California 94005 

You can also send e-mail to: 
psm@imaginemedia.cam. (Be sure to 
put "marketplace" in the subject heading.) 
BTW, we can't vouch for the credibility of 
any of the people who place ads here, so 
swap at your own risk! 
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« Preview '98 
< TRII Strat, pt. 2 
• Crash 2 Boss Strat 

P I IP Memory Card 
Stickers, Tip Cards 


W) • 3 / 5*8 • $ 7.80 

< RE2 Guide, pt. 1 
FF Tactics Secrets 
Bloody Roar Strat 
Pi C O Memory Care 
Stickers, Tip Cards 



RE2 Guide, pt. 2 
BoFIll Secrets 
Diablo Guide 

PU IS- Gex 2 


Lid Sticker 
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Tekken 3 Guide 
< IMfSIll Guide, pt. 1 
■ Gran Turismo Strat 

PUIS Memory 
Card Stickers 
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Tekken 3 Secrets 
r Gran Turismo, pt.2 
NfSIll Guide, pt. 2 
PI UP Crime Killer 
Lid Sticker 
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MK4 Guide 
Vigilante 8 Guide 
Einhander Secrets 
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E3 '98 Report 
New Sony PDA 
FFVIII First Look 


nm Nini 
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< TRIII Guide 

r Parasite Eve, pt. 1 

< NFL Xtreme Guide 
I ! UP Gold Smiley 
Lid Sticker 
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Parasite Eve, pt. 2 
FFVIII: 80 Screens! 
New Controllers 
PLUS* Thrill Kill 
Lid Sticker 


' Silent Hill 
walkthrough 
r Tomb Raider 3 
secrets 

f Metal Gear figures 


r Legacy of Kain: 
Soul Reaver 
r Silent Hill walk¬ 
through, part 2 
r Street Sk8ter 





preview 
Silent Hill walk¬ 
through, part 3 
f Gran Turismo 2 
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Street Fighter 
Alpha 3 strategy 
' PlayStation 2 
revealed! 
r Dino Crisis 



Ridge Racer 4 
Resident Evil: 
Nemesis—first pics 
Huge PlayStation 
2 update section 
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Mortal Kombat 
Special Forces 
Ape Escape 
Tekken Tag 
Tournament 




Dino Crisis — 80 
exclusive screens 
150 E3 games 
revealed! 

Lara Croft nude? 


Tomb Raider 4 
Legacy Of Kain: 
Soul Reaver 
70 new action 
figures 
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' Massive strategies 
for Dino Crisis and 
Soul Reaver 
Final Fantasy VIII 
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r PlayStation2 
Revealed! 

First look at PS2 
games 


■ * . ' • \V: 

e Resident Evil 3 
review, maps and 
secrets! 

Holiday Buyers 
Guide! 
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f Syphon Filter 2 
Dino Crisis 2: First 
Look! 

' Tomb Raider 4 


r Game Of The Year 
150 Codes for 
games like Medal Of 
Honor, WCW 
Mayhem, and Tony 
Hawk Pro Skater 
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From the makers of PSM comes the com 


guide to the most powerful console system ever. 
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A Bill finally gets his revenge 
on this bald orange guy... ten 
rounds from 51 feet! So now 
who's laughing? 


► When Eug finds an after¬ 
shave lotion he likes, he usual¬ 
ly stocks up on it. 
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Before we go, here are some 
ing shots of the PSM 
staff, doing what they 
do best — goofing off. 


► International gour¬ 
mand Eugene decides 
to try the exotic foods 
of Japan. Mmm! 
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^ Here's our intrepid PSM commando team, 
—chronizing their watches before hitting 
streets in search of PS2s. 


y Oh no! Another Eugene Fan Boy tracks down 
the great one to ask for an autograph. Luckily, 
Eug was carrying his pepper spray! 
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^ No, it's 
not Toon 
Town, but 
yes, that is 
Randy... 


< Chris meets a PSM 
fan, who preferred to 
stay anonymous. 
Somehow, it figures... 
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NINTENDO. 64 




GAME BOY 


the album Smash. Courtesy 


performed by The Offspring. From 

trademarks of Sega Enterprises, Ltd. © SEGA ENTERPRISES, LTD. 
All Rights Reserved, PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Nintendo, Nintendo 64 and the "N" Logo are trademarks of Nintendo of America Inc.© 1996 Nintendo of America Inc. Game Boy 


Entertainment, Inc. All Rights Reserved 


2000 & © 1999 Acclaim 


McGrath Supercross 


Jeremy 


and Game Boy Color are trademarks of Nintendo of America Inc.© 1989,1998 Nintendo of America Inc. Licensed by Nintendo, Screen shots shown were taken from the Nintendo 64 version of the video game 
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Totally sick Freestyle-MX 


s Pastrana 
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